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IT'S 
FOR 
YOO-HOO! 



► The great linkup begins 

► How you con join in 

► Amazing modem + interface offer 



PC W 8256 

Detailed review of the incredible vatue rnie 



MEGA-MAP 

Everyone^ a Wally laid out in style 



L _ 



Highway Encounter, Bruce Lee, Dragontorc< Covenant, £f a rlon, 
3D Grandfprix, Rard, and mo 




I Imagine Software Is available from: . jP^),WH SMITH 
I Spectrum Shops and aV good dealers. 



Imagine Software { 1 984) Limited 
Central Street, Manchester M2 5NS 
: 06 1834 3939 
Tetex: 669977 
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HOT REVIEWS 



54 Highway Encounter • SnmmngTy mooih 
fiendisbiy d^ficuli, hor 





3 8 Dr ft gontOr C * Maroc the triage stars in ifce mystical 
arcade ^dvenruj e 

38 Wizard's Lair.. 2$e#cwna of fasMrrcfcy Action 
for Pothrio Nt* a* fc» tracfci down the four piece*, of tho Co3don Lion 

46 Th e C oven ant* Spa ce -uubbSe ymtr way u eund 
ISfff hog* and pieKy ai cade adventure 

52 Southern Belle. You really can hoar she whtf :Jo 
blow in Thi* »;o^m ■ it am sj mu iation 

53 Inwt Lfte, Bruci* bound* on to the A rnofcl TaJce that 
you nasty Yirnmo" 




62 The D evil 1 S CvOim* Piracy on sne high seas in 
thii aUpbotrd Arcade adventure 

fi4 HStttchd^Y - Show &1i your mot r skills with Oceans 



64 Raid ! ! - s not a vo r Moscow, but you can still have * pi eny 
good zap. comrade 

72 Star ion* Attain Creator status tad impress you? 
Jut 'Ads. Supetb v&cior graphics 



NOVEMBER SPECIALS 



2 2 The Great Link-Up . Modems Presto! BuU*+tm 

board* ThM*oomimjnica!ioni revolution madeainip;® 




16 PC W Picture Show. 

ccum ry * btggees; computer aha w 



32 PCW 8256 Review* AmsJrad* lamrnMdufle 



92 E very one 1 s a Wall y. rr* dtfuun ve map m 

Glorious ArnsiradAcuoGooJoi with 3D. No specs required 





JUICY OFFERS 



101 Amazing Modem offer. * 

MuLn -port and modem for only £ L 29.95 




87 Am SOft ShOCher. £600 woiih o* software so be 
won Lnaco corn p 

1 02 H e WS on two S om e . Two r a v*i5 up for grab* 
in incredibly difficult 7 ) competition 

8 5 Ma i I O r d e r * Got your games on the cheap wnh our 
dtobountofttr, 

9 7 P S S d Oub le - 50 pairs of groat games to too won 

95 Map S , p oke S y tip S . User o s siill £300 gong for 
iho best conl ributiofts to Cheal Mode 

104 Sti b sc rib O* i±s\ chance to goi m on ihn g rcat A A 
otter two FREE Ocean games 



ACTION REGULARS 



Jt -v 8 Ed-Lines. Confuting some voi y unportan! 
"^■v anncoj^cornenis 

10 Re Action* Intr oducing Arnold a perkiest Letter* pa^es .* ' * 
The bn whoro you got YOUR say 



T 



19 Amscene. A ■: - latest news including so^wareon 
/ ^ the way for Xmas. 

27 Bizpr O0S * Super power 3 Malting List Rom 

37 A C tio n Te S t ■ Ov> r 30 games reviewed 
A added ] KDL'X 



Wnh new. 



7 8 Ad ve itfti V e S - The Pilgrim pr«Knit tome pretty 
graphics and some nifty peek* and pokes 



8 8 C he at M O d e • The sneaky section presents bags of 
tips. poke* and maps 



r 

9 8 Hi g h - S co re. Reader s test effortf - p!u*. a chano? jTrtg W m fl { 

10 challenge ' 

1 00 Sot Stuff. Oia rts and fpoct^E offer form 




BOUNTY BOB 
STRIKES BACK! 

Twenty- five Levels. 



ttulti Channel Music 
Dual Joystick Capability, 



Bou n t y Bob S t r i ke s Bae \< is l he seque l to 
Mirier 2049c r" ^hich was a huge success 
on the Commodore 64 and Atari 
machine. Now on the Amstradn this ver- 
sion features Bob s toughest challenge to 
date and he needs your help more than 
ever before to gu ide him ihro ugh t he mine* 
T he mutant organisms within have multi- 
plied and over run the mine entirely, 
making it extremely difficult to survive 
l he He! zards of t he 1 1 1 u I ( r r^n i u t k i j j« is s . - 




ways. Using high powered special 
equipment in I he twenty* five caverns is 
Bob's on] y hope of ach icvi ng h is objee L i ve 
of sec u rinig t he mine and defeating th c evil 
plans of Yukon Yohan. 



BEACH-HEAD 



Multiscreen 3-D Arcade Action 



A peaceful island is being held by a 
mi hless dictator and his troops. As Chief 
Commander of land and sea forces in 
the Pacific, you must obtain a quick naval 
victory and then invade the island with 
land forces. If your troops succeed in 
penetrating the island defence systems, 
the most difficult challenge still 
remains: capturing the enemy fortress of 
Khun -Lin, 

Beach* Head is a multiscreen action game 
which requires different skills arid 
provides new sequences as you progress 
through the game. 




THE BEST OF AMERICA 



BRUCE LEE 



Twenty sec rut chambers to explore 



Unique multiple player options 
Dauling graphics and animation 



In "Bruce U:e" you will experience the 
power and Ok ^oryof Bruce Ijce. one ul 
the greatest meters of the martial arts. 

As Bruce Lee. you will confront a barrage 
of vicious foes. You must penetrate the 
fortress of the Evil Wizard and claim his 
fortunes. Destroying the Wizard will earn 
you immortality and infinite wealth! 
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U S. GOLD ON THE AMSTRAD*- ONI 



RAID! 



Gripping Arcade Action 
Multiple 3-D Scrolling Screens 

The scene is one of World-wide conflict. 
The only hope of saving the World from 
n ue Icar anruhil at ion tsanat ta c k by st t\ i It h 
bombers on the launch sites. 

As squadron leader, you must lead your 
troops on a virtual suicide mission: knock- 
out the launch sites, find proceed to 
t he comm a nd headqua rtc rs. Armed only 
with ihc weapons you carry, you must 
destroy the defence centre and stop the 
attack! 




DAMBUSTERS 

Superb Graphics and Sound 

Ai 21.15 hours on the evening of May IGth 
1943* a flight of specially prepared 
Lancaster bombers left KJlE Scampton 
for Germany And so. one of the most dar- 
ing and courageous raids of the Second 
World War was underway Now you have 
the opportunity to relive the drama 
and excitement of this famous action via 
y o u r Anist rad compute r. You will t akc the 
parts of Pilot, Navigator, Front and Rear 
Gunners Bomb Aimer and Flight Engineer 
as you play this authentic reconstruction 
of the nights events, The multiple screen 
action is complemented by a compre- 
hensive package of flight documents and 
authentic materia] from the period. 
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IMPOSSIBLE 
MISSION 

Game of the Year IQS5- 
British Micr o Awards 

Message from the Agency computer:.... 
"...Your mission. Agent 4125 is to foil a 
horrible plot. From an underground 
laboratory El via, the scientist, is holding 
the world hostage under threat of nuclear 
annihilation. You must penetrate his 
stronghold, avoid his human-seeking 
robots and find pieces of the securit y 
codt 

Somersault over the robots or use a 
precious snoo/e code to deactivate them 
long enough to search each room. Use the 
Agency s computer to unscramble the 



piiss words from the code pieces, or try to 
solve them yourself. You'd better 
be ware... ..This mission is stamped 
IMPOSSIBLE!" 



/ 



US. GoJd Limited Unit 10. 
The Parkway Industrial Centre 
Heneage Street. Birmingham B/ 4 IX. 
Telephone: 021-359 Hftfil Telex: 33726ft. 



: GREAT GAME AFTER ANOTHER ! 



"All screen &hul% seen on iht Cornmodure M 



Nice Password. 

I 

Shame about the Identity. 



If s a unique combination. 

Your Special Identity Number 
and Personal Password, The valu- 
able key to huge databases teeming 
with activity, set on our Mainframes 
across the nation. 

On Micronet 800, you're a 
valued individual, adding your own 
special flavour and personality to 
the database. 

Take our exciting new"GaJlery"- 
You control your personal screens 
for all 10 sec. The intriguing'Chatline" 4 
public conversation service gives 
you freedom to express your views 
and meet some remarkable people. 

All part of a tremendous Com- 
munications section that networks 
you to 60,000 Micronet and Prestel 
users across the country. Try Tele- 
shopping, or interview celebrities 
live on "Celebrity Chatline" every 
Wednesday night 

And there's FREE (& instant) 
National Electronic Mail, plus Inter- 
national Telex, and the Contact and 
SwapShop bulletin boards. 

Get computer news first on 
Micronefs daily (and controversial). 



^Newsflashes" and read up on the 
latest reviews and courses. Feast 
from our regularly changing menu of 
programs to download straight into 
your micro - absolutely free, 

You also get access to Educa- 
tional Computings "School Link" 
and Prcstefs huge 300,000 page 
database, including world news, 
business & share bulletins and 
optional homebanking. For only 
£16.50 per quarter, that's less than 
the price of a daily paper ! 

Micronet is unique amongst 
networks and bulletin boards as it 
keeps your phone costs very low with 



Vnr, 




special local* rate calls whenever 
you connect up - that's around 40p 
for a whole hours entertainment 
each evening. 

The only accessory you need is 
a Modem, to get the best value for 
money around in micro communis 
cations. 

Fill in the coupon for the full 
facts and send to Micronet 800, 8 
Herbal Hill London EC I R 5 E J. But 
be warned* Micronet 800 is a living' 
service with ever-expanding fea- 
tures. So maybe you'd be better to 
call in at your local Micronet 800 
Action Station. There are thousands 
of Micronetters waiting to meet you ! 
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w «i street 

EDITOR IWrw 
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Dear Readers. 

I can say that now. because after our first issue I know we've got 
some, In faci, we've got thousands. There's been a great response 
io our pleas for letters and questionnaires - you obviously take 
your duties as readers and Amstrad owners very seriously 

indeed* 

The most interesting thing was 10 find out what a varied bunch 
y ou are. Children, teenagers, adults, parents, grand-parents - we 
got replies from the lot- The Arnold must have the broadest spec- 
trum (sorry) of owners in the country. You can see what you've got 
to say in the four pages of Ro Action. Next month wo hope to have 
oven more of your letters, so keep them coming; 

Lots of you returned the questionnaires and gave us invalu- 
able information on what you wanted from Amstrad Action. Your 
wishes are our command, so you'll be seeing some changes in the 
next issue - most importantly, the inclusion of occasional type-in 
listings and readers' opinions on new software. See the separate 
boxes on this page for more details. 

This second issue also sees the first of the Readers' Charts for 
games and serious software. Not loo many surprises here, with a 
remarkable degree of consensus on what's the tops. Our first 
nationwide games sales chart is printed too, in Amscene. Action 
Test kicks off with an introductory page ■ There's an index of games 
reviewed and a detailed explanation of our ratings and reviewing 
system. 

Elsewhere in the mag there are some particularly stunning 
games and some scrumptiously juicy offers - this is your last 
chance to take advantage of our introductory subscription offer 
featu ring two Ocean games . Look out f o r the Mail Ord e r service as 
well. 

If you saw the first issue ot the mag, then you'll notice that 
something's missing from this page (apart from some decent 
jokes). Photos of the AA Team have been cut, savagely and ruth- 
lessly and without any regard for the feelings of the people invol- 
ved. This is because we're more concerned with your feelings, 
which seem to have been shock, horror etc; on seeing our ugly 
mugs. Some of you were appalled by our relative youth s some by 
our revolting grins, some by a certain software editor's resem- 
blance to characters in Dallas. Whatever the reasons, you didn't 
like the look of us, and I can't say I blame you. So no AA Team 
nasties this time - but we're showing you what the two new mem- 
bers of the team look like because they're much more 
presentable. 

We think you 1 11 find this issue a good read. We want to make it 
even belter, so keep your letters Flooding in. 





^wB/ood Port? 
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West country blues 



Everyone told us tha r Somerset was a 
tit dead on the computer from tut 
this is ridiculous. White telephone 
calk from all over the country reveal 
Amstrad Action to bo selling ou t m 
numerous new&igenis. herein 
Sernerton it s gene down L ko a load 
baHoea Come on-site day, five 
copies of issue orw turned up in this 
village 's two newsagents At time of 
writing* todays later, five copies stii J 



remain Aaaaaaaagh r Even our so- 
called friends only flick through them 
for a gzggle before smugly returning 
them to the shelf Mingy iot. 

Now come on r people Thore 
rflustboSQMEQNE with an Amstrad 
somewhere in the. region You 've no 
idea how terrible it feels to bestuck 
out hero alone amidst hundreds of 
straw-chewing r Spectrum-owning 
yokels Pass the cider, someone 




Your Opinion 



We loyed wtfh ihc ide© of a Third 
Opinion. We considered adding a 
rWlh. We rh^Ajghl c? getting the local 
Morris men la fl h*e Ihetr view*. Bui In 
the end, we though! the b*4t people to 
oik wor e you, the t coder*, 
Who ft he on about? You moy well 
ask The pomt i v e * ponding our 
review^ to m oie fhefti juit otaoyt Ihe 
belt and metl infermolive thing Htli 
ilde of the Ajncyctapaedia Br Ll lonko, 
We won i anybody who"* ployed a 
N£W, recently reteoied gome 1e wHle 
tf>eir o*n mini, review and »nd It lo in. 
We'll prtnt ywf opinions along wJlh 
the main review and Ihe Second 
Opinion. If you don't gel a clear idea 
of a new game of ler that lot, you 
never wp|L 

Obv ievt ly, ltiH tyt tern meani you've 
got 10 rKive rxtets lo brand ipanVtng 
new *of Iwore, EM remember — gamcT 
□j* of fen In the ihopir ot olmoif the 
sane lime ai we get our review cop rev 
So if you gel the game, sprint home, 



¥ 



lood up # gWe it a good work out and 
Ihen lend off your review lo us - all In 
onaFlernoon. 
There art no prfrei for thii, Jyil the 
ialhfdftionof seeing yengr name and 
□ pinion in print. And rhe knowledge 
that yov rnOy have presented 
tomeofie waiting their money or have 
helped them on metr woy to a deeply 
rneoningfut experience. Virtue ii, of far 
all, th own reward. 

Your opinion* (hould be no longer (Hon 
80 words and be on a postcard oi the 
back of an envelope ONLY. You don't 
need to describe the game and toy 
whaT* happening - Ihere aren't 
enough wardt for Ihorf Jul I give your 
comment! on it in punchy, anm/sing or 
Ongry ity I e. Aim For lOrnething like the 
Second Opinion boiei Tn thti hwe r 

The addreis to send to lie Voice of 
rrie PeopJe> Armlrad Action? Voteside, 
Weit Sr/eei, Some r ion, $omet$+i 




Listings 



Yfcfl. we're going to do it, Prini 
type^ui program Innings, that is. 
You Ve asked for them, so you'll 
got Lhom. Became this is the mag 
whore what you want is what you 
get Mind you thero i* a mibstaai- 
tal minority of readers strongly 
opposed to listings - if you 1 re one 
of those, don't panic. We're not 
going o ve r board on i I - probably 
only one a month . The basic char* 
actor Of Amatrad Action won't 
change! 

Response to the question- 
naire showed that a majority of 
readers wanted 10 see listings of 
either utilities or games in the 
mag. So it's up to you to send us 



some really hot stuff, particularly 
in the way of useful programs that 
yeu don't noed a degree in typ- 
ing lo enter. Wq'rq inserted in 
games as well, but only if they 're 
the pick of ihe bunch. 

Naturally, we're going to 
pay for these gems of programm- 
ing - a miTLimum of £50 and up to 
£100 for ihe cream. Make suio 
you send us a copy of the 
program on tape or disc, as well 
as a clear pnnt-out and a 
stamped P addressed envelope it 
you want your material returned. 
Send the lot to: Listings Editor, 
Amstrad Action. Valeside, Some- 
rton. Somerset TA1 1 7 PS 



Salute to Toot 

Mony tredtn Kot wriFtiPfi in to oik fo< c inl &r rriD n&a obout tne 

of blernnrl^nalivperiror T»t who flfti groced Our pagei loil 

Nornwlly,, Icot li *«Fremeljf reticent about hit orWarv Eif# p butaftvr mucn 
p lt OOVfj he agreed ro mok« an cm ception for the reodt f| of Amtrr o d 
Ac^enond to write ut 0 Oiory or o typ~<v\ doy In Nt rkhcand *Qt\pd l-F*- - 
Jl» khd el lif w ifw r«tt of ut, con onty dr Mm of leorfincj . 



31 00.1 m UmwofcenbymyfiJlh- 
fuJ Chinw nunservant. Deng. 
bnngiTKj brodkfajt on my 
fivouriio 4iivor tray WiuKr> tho 
cruFtip,igno cMtf lo exactly the 
right temperature t speed- read 
ihiough iIjo mat] and seleci ihe 
hdlf a down or » invitatiofu 
which seem a( Leasl f.nniLy uiteT- 
e^tLrtg Dinner wuh Diana and 
durleg? Oe j pnvjTe box Jt !ho 
Wham coiKerr? Today, both 
■eem dreadluLLy boruig. Life is 
full of diflicuU choiwj But ax loa«t 
the vsew of Hycto Fark from my 
penthouse, balcony is always 
beauiitul 




SI 30- 12 00 While Deng «hav*i 
m I leLephone tho AA Team and 
with them 1 ahall bo vuitmg tins 
■fiaroooft h a ao touching to heaj 
the exa:emont m their votens 
when 'Jiey hear E m comtrnj 



1230-4 00 Luncheon wuhmyfm 
anciil advisor at lr» club She sa 
crashmg bore wnh all her ticts 
and figure and profit* and 
losses I try to shift the convers- 
ation to the larietl Maasorgjimo. 
but she merely ataroj at me with 
an expression of utter blankness 
on her spreadsheet face StilJ. t? 
seems | «n a few miltion nctwr 
ihdJi lass tnomh and the brandy 
here really is very good indeed 




4 00 SCO Deng drives the Rolls 
Royce Phantom CSoud Wraith 
unth buitMD Amstrad and jacust 
ToSomonon I decide against the 
jjcua and concern raio uiSTead 
on Highway Encounter, which 
Wade has called m tell mo may bo 
the Masrorgama I am almost im 
pressed, although it does seem 
rather similar lo An idea 1 had a 
couple of years .icjo 



5 00 The AA Team cheer and 
throw their caps in the air as J de- 
scend wnh onEy a ItttSe help from 
my Deng from the cushioned 
depths of my Rolls Royce Phan- 
tom Cloud Wraith with buiti -sn 
]acu22i and Amstrad As I walk 
down the rod carpet and am in- 
troduced to the new faces, be- 
stowing a smile here and a word 
oJerxotiragemeniof thero i treat- 
ise what a great ihrillit u far ihese 
normally dull and trusignLficant 
people eo be near me . if only for a 
few moments 



S 00 - 5 30 1 qua the Publisher on 
his finances, tell Wade what ra!- 
Urgs ho must give the games, 
order the Editor to give me pro- 
minence in the mazarine . and ro* 
mind TreV that I am ralher more 
hKirsdsorne than he is giving me 
credit for They are all suitably 
respectful [ warn them that their 
already ttny wage packets wi!3 be 
even thinner if they do not do as 
they are told 



5 45 With tears in iheir eyes the 
A A Team bid me farewell as 1 
climb back in so the Rolto Royce 
Phamom Cloud Wraiih WLth buj is ■ 
in jacuza and Amstrad When 
will they see mo again? The poor 
things, they have no Ldea 



7 00 Time to prepare for she 
evening t have decided to have 
what p&ople ca 11 "a qu lei night m 
1 have «een enough of r oyalty and 
pop stars ihts week So it wlEI be a 
little candle lit Bupperfor 50 or so 
I muat try not to eat so much cavi j r 
aonight Can my waistline really 
bo thickening? 

ocnaec 




8 00 Afrer my bubble bath and 
massage Deng lays out a doienor 
w sg i is for me to choose from I 
pick one ai random - they re all 
so beautiful - and listen to a little 
Kforai i while I slip into it 1 always 
find Mozart so awitaed Don't 
you agree' 




$ 00 1 greet my guests and realise 
that 1 would rather have gone to 
the Wham conceit any concert 
ralher shan face this ooElection of 
politicians, film stars and mag- 
nates Sometimes 1 almost crave 
the company of ordinary people 



100 a m I slip away so my bed 
x com. leaving the guests still guz- 
riing the exquistto food and 
playing the latest Amstrad 
games An early rught forme, as I 
curl Up with the Latest Jeffrey Ar - 
cher It's the only way To get a 
good night s sleep 



Fearless, Emric, fuaay AMSTRAD ACTION NOVEMBER 1 9S5 9 




Your chance to bile back is here at last. Four pages of 
outrage f horror and abuse — and the odd word in our 
favour. Editor Pete Connor tries to salvage the honour of 
Amstrad Action with his replies. Some of these lucky 
letter-writers will be receiving FREE SOFTWARE! So if you 
want to moke your views heard, and you like the idea of 
getting something for almost nothing, send your letters 
to: Re Action, Valeside, West Street, Somerton, Somerset 
TA1 1 7P5* 




Desperate plea 

I've written in so express my view 
on your new magazine. What can 
[ say? Brilliant* fantastic, wow" 
One point I must plead. Please - 
no program listings, 

Another minor quibble is 
that it might be a good idea to cut 
down the amount of software re- 
views but go into more depth on 
the ones you do review. Apart 
from thai- keep up the good 
work, I am keenly awaiting my 
next copy of Amstrad Action 
through the post next month . 
Ian Ridley 
Liverpool 

Sony Ian ^listings are in. But no: 
in a big way r so tdon t think they 
will spoil your enjoyment of the 
mag. { think you 11 find that games 
are reviewed in even mors depth 
this month and that they have 
more space. 



Minority Pursuit 

Congratulations on an excellent 
first issue of Amstrad Action, 1 
found it most interesting and ap- 
preciated, in particular, Amsy- 
clopedia and a regular Adven- 
ture feature. We adventurers 
may be a minority of computer 
players, but we are very dedi- 
cated to our task and we are 
always on the lookout fo r new and 
original puzzles. May I sugges; an 
Amsy clopedia of adventure 
games? 
Loma Paterso n 

Tillicoultry, Clackmannanshire 

Hope you like the extra space 
The Pilgrim gets in this issue* 
We spondering the idea of an Ad- 
venture Amsyclopedia. hut it 's* 
mammoth task, even for someone 
as dedicated as he is 



Amstrad Ami 

For the first time I don't feel that a 
review of a game is glib, but that it 
has actually been played. In other 
magazines the reviewers of 
games and add-ons tend to refer 
to ROMs and RAMs etc ; very glib- 
ly, in such a way that I feel almost 
excluded They are the experts" 
and I (he stupid one who has not 
reached their level of expertise 
yet, 

tt is in my nature to learn 
slowly and 1 enjoy doing so, 1 do 
not like to be told once - and 
sorry boys that was in issue one 
and we've sold out and hard luck 
- and to be verbally rapped 

By the way. my 464 is named 
Ami Has anyone else got a 
named 464? Has Ami got any bro- 
thers or sisters? 
Brian Privett 
London Wg 

Glad you like it Brian We dont 
want anyone to feel we re trying 
to exclude them with boffin-talk 
and technical wizardry. One 
thing puzzles me though, Why 
has your Amstrad got a French 
name? 




Zest is best 

I have been the proud owner of 
an Amstrad for around a year 
now and 1 must say I wouldn't be 
happy with anything else. But I 



have been disappointed wi th the 
other magazines, finding the re- 
views biased and the mags bor- 
ing and generally lacking ZEST 

I eagerly awaited Amstrad 
Action and, having thoroughly 
read the first issue. I can't wan to 
take out a y ear s subsc npiion and 
collect the two games The re- 
VEews are great and unlike other 
magazines that do their reviews 
out of five - which is ridiculous 
and doesn i offer wide enough 
scope - give an excellent faithful 
review. I thought the magazine 
was a little thin but I'm sure it will 
grow thicker as AA takes off, 
Julian SmaUey 
Selston, Notts. 



The Young Ones? 

Congratulations on a mega- 
superb magazine Well, that's 
what 1 ihmk My dad thoughi I 
should carry on getting Your 
Computer Ooops' Sorry - 

Now a few comments on the 
A A Team They look a bit young 
to have a responsible position 
Couldn't you get someone who 
looks a bit more intelligent? And 
as for Bob Ewing. sorry Jenner 
Wade. er. Bob Wade - he looks a 
bit of a jerk *Tfee only serious- 
Kookmg person is Peter Connor 

Weil, that's it Looking for- 
ward to your next publication 

Robert Shepherd 

Sutto ivOn-Sea, Lincolnshire 

Howolddo you ha ve tobe to ha ve 
a responsible position. Robert? 
Anyway, aftergetting out the first 
issue, the last thing any of as felt 
was young. Bob Wade is not a 
jerk but he does occasionally do 
some stand-in work on Dallas 
And Peter Connor didnt look 
serious - just worried 



Ratings rage 

Great mag. great reviews, great 
competitions. The reviews were 
quile accurate but how .can Fist 
have a Staying Power rating of 
95%? It's the most boring game 
fve played for ages. 'Plenty of 
lasting challenge in all 10 dans': 
all that changes area few levels of 
difficulty. I would give ii around 
30%. 

Mat Brown 

Bob Wade stands by his rating Of 
course* if you're a pacifist I can 
see you might not hke it. . . 



The best doys 

of your life 

After coming back from my 
holidays feeling despondent, 
walking to school on a grey 
Thursday morning, 1 had one 
pound left from my hols. 

1 walked into the newsagent 
to buy some sweets . As 1 was wal- 
king to the counter I glimpsed 
over towards the magazines and 
saw a green eye glaring straight 
back at me Forget the sweets - a 
new Amstrad mag! With 130 
games tested! 1 couldn't believe 
my eyes 

I opened the magazine with 
baited breath and saw page after 
page of reviews. I thought -brill. 
This is the mag for me. Just what 
I've been waiting for At last, no 
more stupid program listings that 
don't work. Just game reviews 
and the latess news Out with the 
cash in a flash without hesitation 
and 1 walked to school reading it. 

First lesson, double maths. 
What a drag But no; for me. 
because I had my Amstrad Ac- 
tion So out with the mag to get 
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Big spender 

Having bought your brill, excell- 
ent, suporb mag 1 must say for a 
first issue it ain't bad. However, 
there is just one small teeny- 
weeny grumble . Look mg 
through your mag - with trusty 
pen and cheque book - 1 casually 
wrote cheques worth £28.85. 
Would it be passible not to make 
your revie ws so persuasive? 

To add to this moment of 
sheer extravagance my 
Amatrad s tape-deck packed up 
Is has, unfortunately, been sent 
out to the computer's equivalent 
of a hospital. Now I'm raced wnh 
the prospect Of having three 
super, whizz, pow, bang 
etc games with nothing to play 
ihemon. Now Combat Lynx won't 
get lynxed . Alien 8 will stay alien 
and Beach-head wont get 
tended 

St 1 11 . life goes on . I vo still got 
the cat to boot about! I'm looking 
forward to the next issue and 
hoping it s better - if that's truly 
possible - than the first issue 
S Lota 
London E7 

You have our sympathy, bur we 
hope you don't really take our 
your frustration on the eat 

Shy adventurer 

I was passing the newsagent s the 
other day when I saw this brill, fab 
etc. piece of literature standing 
on the news-stand (quite logical 
really) and guess what - I deci- 
ded to buy Amstrad Action 
instead. 



some action, [got so carried away 
reading it I didn't see the teacher 
come over to my desk. He confis- 
cated it till ;h v n of the day . Oh , 
well, back to the boredom of the 
maths lesson. When the teacher 
went back to his desk he started 
reading it At three o'clock I went 
to collect the mag. 1 asked the 
teacher if he'd enjoyed it At last I 
could read it through to the end. 

My mum was glad because i 
wasn't using my Amstrad - she's 
always nagging me for using it 
too much. All 1 can say is brilliant, 
fantastic, superb... the ultimate 
magazine. 
Paul Edwards 
Stevenage. Herts. 



Seriously, though, 1 really 
like if. Bob Wade's method of re- 
viewing is very good, especially 
the use of percentages 1 was 
very impressed by the reviews 
for the various adventure -games* 
but I've never played an adven- 
ture before I'd ask The Pilgrim, 
but I've got a feeling he wouldn't 
be willing to speak to someone 
who doesn't even know how to 
deal with a dwarf. I want to ask 
which would be an adventure 
game that an utter useless novice 
such as myself could anempi. I 
mean one where [ wouldn't kill 
myself within lOseconds 
Abdul Choudhury 
Manchester 

A fraud of The Pilgrim? Donl be 
silly He's one of the most sym- 
pathetic adventurers tve ever 
come across Vm sure he'd be 
very happy to help. So go ahead - 
ask him 




Pale and Insipid 

Here are my comments on 
Amstrad Action. 

Reviews: the basic format is very 
good, but surely the use of more 
colour would brighten them up a 
grcfat deal. Also, why not a Third 
Opinion? 

Overall tone: rather pale and in- 
sipid. More colour would help. 
Although it is the first issue, and 
reader's letters can't be expec- 
ted yet. their absence shows just 
how crucial they are. And the 
more the better, 

Antsy clopedia: this is very wel- 
come, but could it be be tter orga- 
nised in future? Also, could you 
ring the changes on the tides re- 
viewed every montfu t assume it 
will be a regular feature. 
Advertisements: Is it really in 
order for a software house to 
hype one of its programs in a 
machine-specific magazine by 
using quotes from reviews of the 
that program for another 
cmputer? 

Competitions: If these are going 
to be regular , please do not go for 
the spoMho -difference or word- 
square type, but try to get your 
readers to use their brains. And if 
you are going to run more than 
one competition in each issue. 



could you make it possible to for 1 
3 II us comp freaks to send in all 
our replies on one envelope? 

J.V.Gray 
Portsmouth 

Pale and insipid? Come off it Mr, 
Gray - you obviously like very 
strong meat indeed As for a 
Third Opinion, we'll be doing 
even better than that from the 
next issue onwards. See Edlines 
for details, 

I couldn't agree more about 
letters. The proof is in these four 
pages. Amsyclopedia is not a 
regular, but was a special fea ture 
for the first issue. Advertise- 
ments are something that every- 
body reads with eagle eyes - we 
think readers are shrewd 
enough to see what's what. With 
competitions it makes life in- 
credibly complex if we can '/ file 
entries in separate places - and 
we think we've got some pretty 
mterestingoneson the way 



Travel sickness 

1 would like to congratulate you 
on an excellent magazine. It is by 
far the besi one available for the 
Amstrad I do. however, have 
some constructive criticisms, 
which 1 hope you rake noie of 

In reviews of conversions 1 
am sure readers would be inter- 
ested in how well the game trav- 
elled. For example. Beach- Head 
from US Gold was described as 
the best game of its type on the 
Amstrad. It is. in fact, a very 
chunky game m comparison with 
the Commodore or Spectrum 
versions, 

Also. Exploding Fist from 
Melbourne House, although 
graphically very good, did not^ 
like the Commodore version ■ 
feature bulls, changing back- 
grounds, oj speech and music 
fapart from a small jingle^ 

It is apparent both versions 
suffered from hurried conver- 
sions so if magazines like yours 
highlight the problem, I am sure 
this will become more rare 
ft Ka&ser 
Df or d. Essex 

We think Amstrad games should 
be judged on their merits as 
Anwtfdd gmies *tnd not on how 
they shape up to the original if 
they reconversions Ofcourse r if 
it looks like a conversion has 
been done shoddily or in a rush, 
we '11 say so. But we were mightily 
impressed with the games you 
mentioned Software houses are 
now using the Amstrad as a de- 
velopement machine - thai 
means that games will be original 
and there will be no question of 
how well they've been 
converted 



Sequel sadness 

Amstrad Action is a breath of 
fresh air After being besieged 
by third-rate mags for months, 
you re like the 7th Cavalry! 
Although not a gajnes mag m the 
true sense, with small bits on the 
smaller operations (i,e, business, 
hardware) the review section is 
simply the best. 

With a stylish, modern look, 
a bust worthy team of reviewers - 
ex-PCG to mag readers is like ex- 
Green Berets to army officers - 
and Toot . n ' a a sur e-fi re winner 

But now I must do my bit to try 
and improve it. 

It s about sequels of games 
where the predecessor has sold 
in droves In their own right, they 
may be great. But they may be 
easier, old hat. less value for 
money or jusi plain boring to a 
pe r son with the fi rst part . 

The classic case is Knight 
Lore and Alien 8, The tatter is a 
great game with terrific graphics 
and animation and unbeatable 
gameplay. but a Knight Lore 
owner may feel cheated. And in 
some aspects, rightly so. How- 
ever. Ultimate s graphics are 
always only half of the game's ap- 
peal. The challenges are always 
exhausting and skill is needed to 
beat them , so it is he re that Alien 8 
wins. 

Perhaps you will try to re- 
member that games are expens- 
ive and no-one wants to pay for 
the same thing twice. 
LiamMcMaster 
Whitehaven, Cumbria 

You're right. Games certainly 
are expensive, and we '11 carry on 
doing our best to make sure you 
don i waste your money on rubb- 
ish, f see what you mean about 
some sequels being very similar 
to the predecessors, but in the 
case of the Ultimate games f think 
that if you had Knight Lore you'd 
probably ha ve given an arm and 
a leg to get Aliens. 




No begging leiiari . pJeut AMSTRAD 
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To Utt or 

not to List? 

Congratulations! J didn't know ii 
was possible to publish a new 
ma gazine and make it an immedi- 
ate No.l. I've read quite a few 
mags to try to find one that would 
give me just what 1 want - soft- 
ware reviews - and most of them 
go half way by only giving a few 
pages of reviews . The rest of the 
mag is usually full of rubbish 
trying to make il look fuller and 
more value-for-money. Your 
mag is def mite ] y a hit with mo, I'll 
be subscribing as soon as t save 
the cash! 

Please don't start putting in 
type-in listings - there are plenty 
of mags around already that have 
pages and pages of that, and you 
don't need to do it. 

On the game-voting chart 
you only allow 10 votes for five 
games. I think it's impossible 
trying to pick up to five games 
with only 10 votes between them 
I would have given all 10 votes to 
Exploding fist, only [ had some 
other semMiavourites. Oun Dar- 
ach is a good, but time- 
consuming arcade adventure 
Until I work out why some things 
work it will take mote of my 
beauty-sleep. 

If a great to see more inde- 
pendent software companies and 
publishers taking an interest in 
what t would say - very biasedly - 
ss the best home/small business 
computer on the market. 

So. congratulalsons again. I 
hope you'll grow in everyone 
else's estimates, as well as make 
tonnes of pennies. 

And Toot is A*mazing . 
Stan Ctendenning 
Darlington. Durham 

We think it s the host home/small 
business computer on the mar- 
ket. I0O. As far as listings g& 9 the 
response to our questionnaire 
suggests that they aie in demand 
so we're going to be printing 
probably one a month Sorry 
about that Stan, but you can 
always skip the pages or just ad- 
mire the artwork, w vows 
seemed pretty generous to us- 
any wore and wed have to em- 
ploy an army of counters so tot 
themvp. 




Colour comment 

I have only one comment That is 
that some of your screen shots are 
in black and white They should 
be in colour because it makes a 
tot of difference to the overall 
screen shot. Apart from that your 
mag is great, 
Jesse Arthur 
HcalMeld. E.Sussex 



ilk • 

4. 




Compatibility 

May I say how welcome an d long- 
overdue your magazine is. How- 
ever, upon perusing it, Ihaveone 
serious criticism - 
On the cover is emblazoned 
Power-packed reviews each 
month for ihe CPC 464 and 664/ 
So fa r so good . But - as the proud 
owner of a 664 (conned by 
Amstrad marketing policy) I 
searched the contents of your 
magazine for any mention of any 
of the games being reviewed 
being compatible or otherwise 
with the 664 Mo such mention 
exists, I feet that your magazine, 
in company with the other two 
existing magazines,, displays 
great insensitivity towards 664 
Owners in not providing thihs 
information. 

May I suggest in future a brief re- 
mark beside each game re- 
viewed, such as 464/664 compat- 
ible would solve the problem 
P.J.E. Marshall 
Swindon, Wilis. 

You're absolutely right Mr. Mar- 
shal!, and with the new 6128 
there 's e ven more ca// for this in- 
formation So from the next issue 
on we 7/ b& pro viding a clear ind- 
ication of a game's compatibility 
across the Amstrad range. 



Disgusted 

FtrsS let me congratulate you on a 
faniasnc magazine which is in my 
opinion - and other Amstrad 
Users" long overdue Now I can 
look forward to bene r value for 
my money each month when 
buying a magazine 
Secondly, I'd like to voice my dis- 
gust to Amsiiad who slyly an- 
nounced the birth of the CPC 6 1 38 
and the death of the shore-lived 
CPC 664 Having sold my 464 for 
the faster disc-driven 664 for ihe 
cost of £335 r the following day 
Alan Sugar announces another 
addition to the Amstrad family 
the 128K selling at £299. £35 
cheaper, Why the death of the 
664? Alan Sugar replied thai tt 
was due to a 'leap in technology*. 
Surely he knew he could turn out 
a 12&K machine for £299 before 
the 664 was launched? tt makes 
you wonder if the 61 28 is good 
value. Or is ihere a CPC2565 
awamng launch at Christmas for 
(he same price So is it worth 
buying a new computer today or 
buying a second-hand one. con- 
sidering leaps in technology ? 
Once again congratulations on a 
greal mag and I look forward lO 
seeing you on the stands every 
month 

Paul Formosa 
Cardiff 

We sympathise with your plight 
Paul, It must be like buying a 
horse and cart Just before the 
motor car comes our Do any 
other 664 owners have strong 
feelings on this? 

The Bizzness 

li is about time someone had the 
guts to "do tho bizzness" and 
bring out a truly independent 
magazine for the Amsi rad . ] only 
wonder what your mag will con- 
tain in future months, as you've 
gone through all the software in 
one issue- 
Right, so I like the Launch 
issue, but 1 have some questions 
to ask and some contentions lo 
contend. 

1 . Why do most software houses 
use the slow load /save speed? If 
ihey are worried about safety 
then why not have one side slow 
and the oih o r fast? 

2, Name a reliable tape-copying 
utility, so thai [ can have fast- 
loading copies of my present 
software. Or, better still, publish 
a lilting. Tm cheesed of! with 
waiting. 

4, Whore is Elite, the game?! want 
Up and T want it now, 
B. 1 hate cheating pokes etc. Why 
can't people play the game as it 
was meant to be played instead of 
fiddling about. Fair enough, give 
som e tips on strategy e tc. You can 
gain by cheating by poker or 
something -but what do you gain 



by having a zillion lives in Knight 

Lore? Juat the feeling that you've 

cheated, 

Spud Murphy 

Swansea 

Software houses use slow toads 
beca use n s much more reliable* 
Name a tape-copying utility? I 
might as well put my head in a 
noose l oan understand your im- 
patience about Elite, but I'm 
afraid you just can't have it now. 
Try watting until the end of Octo- 
ber. Playing tips are something 
you don 'thave to read if you want 
to play the game unaided What 
you gain by having a zillion lives 
in a game is a better chance of 
solvmg it. 




Value for Money 

I would like to thank you for the 
firs! issue of Ams I rad Action. 

A lot of the magazine is good . 
but 1 would like to see 
game/utility and Basic and Ma- 
chine Code a r tides 

The only criticism I have of 
ihe reviews is that there is no 
Value for Money heading, but 

there i* Grab Ftetot mid Staying 
Power To me they mean the 
same! 

Perhaps you could mention 
two clubs for me? they are the AP 
Exchange and the Manchester 
Amstrad U^i Ciub AP Ka 
change is for The amateur pro- 
grammer. For a sample newslet- 
ter send £1 to N. Godwin. 4 Hur- 
bur Crescent, Eyemouth, Ber- 
wickshire. Scotland TDH SAP. 

The Manchester Amstrad 
User Club is aimed at the 
begmner and has its own news- 
letter. Membership is £8 a year 
For more information write to 
Steve Stanner, 21 Catling Ave. + 
Longsight. Manchester Ml 2 5SX 
Ch Bryant 
Sea ton. Devon 

We're introducing some listings 
in future issues. Value for Money 
js included in the AA Ratwg* 
which takes into account at! fac- 
tors m a game. 
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Mono moan 

1 Am wniing 10 congratulate you 
on publishing such *m excellent 
magazine 

The only complaint [ have is 
ihat you don \ use colour in your 
Amsyclopaedja [t would be a lot 
better if you did because as The 
moment this section looks dull 
But otherwise a famasiic 
magazine. 
GiirprcctSanghera 
West Bromwich, West Midlands 

Unfortunately, we can't use 
colour everywhere if we dtd. 
±e cover price of rto mttjAzme 
wcutdbeaboutElO Weihmkthe 
colour pages are best used for 
rewws of the hot new games so 
that we can show you what they 
really look like 



Not the mag for him 

[ bought the first issue of Amstrad 
Action today, because according 
to the cover hill details of the new 
Amstrad* wore inside. 
All 1 could find was a brief note on 
page 8 concerning the two now 
machines - hardly fuU details, 
which should cover at least 2 
pages for EACH machine, I would 
hate to read your version of other 
magazines' brief reviews. 
[ then turned to page 28 to read 
the PVardjfarreview... WHAT is a 
WKOD-PROCESSQR???? 
If k s not the magazine for me ■ 
J H TToacy 
London N 39 

A brief note? Two pages seems a 
bit more than that. Foil spec r 
photos, software houses' 
reactions. , Try the 8256 review m 
this issue - if you re still with us. A 
WROD processor is a joke - the 
kind of thing (hat happens when 
you make a mistake on a WORD 
processor. 



Club request 

You obvious ly need to know what 
kind of reader you are attracting 
Well. Tin 3S. married (no kids), 
working full-time as a despatch 
supervisor, own an Amstrad 464 
and previously used my father's 
ZX8I , and when he up-graded, 
his Spectrum . Some consider me 
to be a character - they are prob- 
ably right! 

About reviews: from the 
answers you gei on the question- 
naire, why not pick three or four 
readers and invite them to re- 




view software for you to supple- 
ment your own reviews, Pick one 
for each age- 

group/background. That way 
you will gel a slice of opinion 
which reflects the views of the 
people who actually buy the 
software 

Another idea would be a 
contact page where readers can 
get in touch with others (Help 
how do I gel out of the gua rdroom 
in Robin Of Sherwood) who are 
playing the same games or who 
ha ve tips they can pass on « 

You could also start up your 
very own AAC - Amstrad Action 
Club - and organise visits to 
Amstrad themselves, or to soft- 
ware houses to see how it 15 done 
Arrange feedback get-togethers 
where we can tell the software 
and hardware people what we 
would like to see on the market. 

Thanks for a magazine which 
promises to become great, 
Alan 

Worthing . Sussex 

We won t be doing quite what 
you suggest Alan, but pretty 
near. So if you fancy letting the 
world know what you feet about a 
game, read the piece in Ed-Lines 
and then get writing, A contact 
page isn t really possible at the 
moment- what would we drop to 
make room for it?But we re more 
than happy to print namesand ad- 
dresses of clubs here in 
ReAdiOn. As for our own club, it's 
a nice idea but we really haven t 
got the time Getting thernag out 
is a pretty big job in itself - we 
don r t get any time off. 



Showing promise 

] have just read the tint issue of 
your mag. It shows promise - and 
everyone's got to start some- 
where, Just think, such enterpr- 
ise in Some Hon. f regularly visit 
the area and it will never seem 
the same again. Such a sleepy 
place concealing such initiative 
and talent. How could I possibly 
not suppo rt such a venture? I may 
even be templed into a subscrip- 
tion if the right incentives present 
themselves (1 don t fancy any of 
the games on offer this month) . . 

Seriously though. Got a good 
proof reader? Without even 
trying - Page 20: for 'WROD pro- 
cessor " t read f WORD processor" . 
Front cover: for 'FREE see page 
%\ lead TREE see page 84 \ The 
existing proof-reader wants a 
WROD in his ear! You can 1 ! gat 
the staff you know , 

More seriously, though, and 
on a more sombre note - a good 
effort for a first mag. All teething 
troubles will sort themselves out. 
But it will be difficult with such a 
comparatively young editorial 
staff to aim the magazine at the 



right level ol intent In my parti- 
cular area, for lnitanco P a large 
number of Amstrad owners «xe 
aged 38 - 46 yearn While there 
should be content in the mag for 
all age-groups it would be a mis- 
take to gear ft more exclusively 
towards the young enthusiast* or 
to make it too flash or too trendy in 
presentation. 

I think the magazine, while ii 
should be a readable and a well- 
balanced diet of light-hearted re* 
partee and serious matters* 
should above all be professional 
in approach^ outlook and pre- 
sentation., ft Is, in my view, 
counter-productive to sacrifice 
quality and preparation fo r lower 
production costs and, perhaps, 
an ill-considered image. Never 
forget where the money is - i.e. 
with Dad, or so my children think 
- and who has to be persuaded to 
part with it 

I look forward to your future 
magazines with interest and sin- 
cerely hope you get it right. 
There Is always room for a good 
honest mag with the interests of 




its readers at heart. 
D J, Simmons 
SJi orsham-b y-Se*, 5 ns 




It's a fair cop, Mr Simmons - 
almost There were many errors 
in the first issue, mainly due to the 
horrible rush to get it ready on 
time. Not to mention technolog- 
ical teething troubles But WROD 
really was intentional It was sup- 
posed to be a joke* Honest 

We 're very conscious of the 
need to produce a magazine that 
Amstrad owners genuinely want 
to read, which is why letters like 
yours are so valuable. But 
Somerton's not that sleepy, you 
know. 



Shock horror! 

tarn appalled 1 

I have just purchased and 
read the first copy of Amstrad Ac- 
tion and I find it exirememly off- 
ensive Personally I would give 
up now because The magazine is 
of a poor quality. 

You lower the general class 
of the magazine by constant use of 
the words sussed sonscs 
The only point 10 your credit is 
the Arnsyclopedta, which is still 
not perfect as it is not In alphabet * 
ical order 
David Butte rworth 
LymingJon, Hampshire 

Wr* sfri% r e for $?erfectton, David, 
and are truly sorry for any off- 
ense we m-jy have given you by 
our ttse of the English Language 
Amsyclopedia was written by 
category of game Perhaps you 
should stick to The Times But 
they den t review as many games 
tts we do 1 can assure other re 
aders that we are not going to 
give up 



c«^« pJ « AMSTRAD ACTION NOVEMBER 1985 13 



Pirate Pal 

I i\m writing to you about a friend 
of mine who shall ternam name- 
toss ,md his h.ibjt ot buying 
games He w ill go in: o a shop , buy 
a game pirate It. tofct it back 
makeupanexcuseand exchange 
ii for another or get his money 
brfefc Once he bought ihreell 99 
games, kopr ihem for four momhs i 
and used them as blanks until 
they were broken Then ho took 
them back saying his mum had 
bought !hom yesterday for the 
wrong computer and qoi his 
money back 

I ;hmk i his kind of altitude 
rum* soft ware companies Anhe 
moment I dm saving up for 
Hypersports whereas my friend 
would judt pi rate it .md take ii 
back 

R, Edwards 
Crewe. Cheshire 

That to .1 pretty sneaky piti you ve 
got them And you re ngh r this 
sort of thing does damage soft 
ware companies and in the end. 
the software user Do&s your 
friend know thdt he's not fffit 
cheating, bu r 1 Hiking the law? 




Slightly mad? 

Congratulations on the success- 
ful launch of Am sir ad Action. Its 
bright, informative, slightly mad 
and good value for money > i curr- 
ently subscribe to ******* r but 
ihai is likely to change. Your 
"rivals' appear to be very good 
for people who have a back- 
ground knowledge of comput- 
ing* but as I've only owned an 
Arnold for about five months and 
find very little spare time, they 
are invariably too technical Art- 
icles about Sideways ROM. 
CP/M. Hisoft C. Machine Code 
etc are qune simply over my 
head 

However. Amstrad Action ap- 
pears to be mo re my kind of mag. 
Its difficult to determine how 
good a publication is after only 
one issue, but it feel* rig ht Hope - 
fully. PU be able to progress with 
the mag as the months go by, 
About the mag itself Amsycio- 
pedia is a great idea . The re were 
many many reviews I hadn't 
read, and it will be invaluable 
when chcosin g future software A 
misiake can be costly, software 
prices being what they are . 
1 love the Cheat Mode pages, Sor- 
cery won't be quite so frustrat- 
ing. How about a regular feature 
for beginners like me on the bare 
bones of a listing? I've typed in a 
few listings in the past few 
months F but do not really inde- 
rstand what each line does 
IVe enclosed the questionnaire. 
Funny, I've never written to a 
mag before. 
TX Robertson 
Pontypridd 

We *re going to be priming some 
listings in future issues, but we'll 
ensure that they 're clearly pre- 
sented and fully explained. Well 
also be covering some of the 
topics you mentioned - but in a 
non-boffin way, As for slightly 
mad \ there are people here who 
are totally bonkers 





Unprof progs 

Congratulations on a very em 
taining first issue. I liked it all 
very much It s about time we 
Amstrati owners got a decent 
magazine which does not lecture 
us on processors, technical mat- 
Cere and generally useless info. 

I would like romention oneor 
two aspects of Amstrad software ; 
L Some top progs are very un- 
professional, Ghostbusters tea- 
cures scrolling designed to give 
people headaches. Exploding 
Fist has a naff high-score table 
and your man sometimes merged 
with the other in between games. 

2, Some conversions , e g Jet Set 
Willy, do not make full use of the 

rad's capabilities - in parti* 
. sound . Please put pressure 
companies io produce decent 
tmd and music, 

3, Availability - no major shops in 
toy area have up*to-daie 
software. 

BenVlckerw 
Stratford-upon-Avon 




name on the high-score table, 
Mrs, Pauline Hintoit 
Reading. Berks. 

We certinty won't be condes- 
cending. Mrs Himon - if only 
because we're nor boffins our* 
selves, Just enthusiasts like your- 
self And there'll be no sexism or 
MUMism either. We reckon 
Amsoft's Laserwarp or Alien 
Break-In should be the kind of 
games your son could do very 
well at. Both are ££ 95 and re- 
viewed in Issue One's 
Amsyclopedia r 




High-score kid 

I have just bought your first edi- 
tion. H was very good and I hope 
the next one I buy will be just as 
good Arnold is our first com- 
puter and as I am a busy wife and 
mum 1 don "t have as much time as 1 
would like to uses it. Still ( 1 mustn't 
complain - 1 am going to drag my 
ever-loving husband (O the Lon- 
don exhibition with me. 

J hope that - unlike some 
other magazines - you will not as- 
sume that all compute r users are 
male and under 30. I get fed up 
with articles that say EVEN mum 
can doit.' 1 do a couple of eve n ing 
classes in Basic and although t am 
not a genius 1 know a little, So 
don 't be condescending please. 

Do you know any good zapp- 
ing games that are not too fast for 
a seven and a half year old who 
gels very frustrated when these 
quick games kill him off before he 
gets going. He just wants his 




The official version 

1 like your mag Even more I like the refreshing and lively style the 
format takes. You see. ever since I started to use an Amsirad 
computer I have known only the 'official' method of magazine 
publishing. Mainly boring straight-faced editorial attempting to 
pad out lively colourful adverts. 

I liked your word processor comparison, I ha ve become very 
much at home with Tasword and with thai in mind 1 have given 
below a quick list of personal isings that colour users may find 
acceptable. 

The following numbers entered m place of the ones shown in 
brackets in the customising mode will give a restful colourset and 
a left margin which is handy in printing. 

After answering Y to Change Program, type in the following 
numbers: 

Pen Colour 23 Cursor Shape 4 

Paper Colour 1 Cursor Type I 

Border Colour t Left Margin 3 

Border Colour 2 Right Margin 80 
Thai'sallfrorn me this time . f don't neccessarily expect you to pimt 
this letter but please, please let's see plenty printed. That's one of 
the other problems with 'officialdom*, they don't like to publish 
letters much, 1 wonder why. . . 
Paul Hayes 

Bexhihll-on-Sea . Sussex m 
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K On- 




>ne of the g reafr classic games of all time is now 
available to even more of you — Amstrad and 
Atari owners everywhere can now experi- 
ence the ultimate underground journey. 

Search through the 16 caves, each with 5 
levels of difficulty and collect as many 
jewels as quickly as possible. Don't forget 
j to block the amoebas, transform the 
// butterflies, or outmanoeuvre the fire- 
flies- or yoJII never get out alive! 

Available September 5th 

Amstrad CPC464 and Atari 48K versions 
back-to-back on one tape at £9,95, 



ASHKERON! 

Ashkeron is something for everyone: a complex,challenging, 
witty game for the adventurer, and its got pretty pics for the 
zap'em crowd An excellent game — buy it!'— Home 
Computing Weekly 

'!r is highly professional sophisticated software ... in its 
walls lies a challenge everyone will find interesting and 
rewarding'— Crosfr Micro 

This game gets my royal assent'— Your Spectrum ., 
A charming graphic adventure'— MicroScope ^ 

Available now (or 

Amstrad CPC464 £6.95 
Spectrum 48K £5.95 

With built-in competition! 




.■ > 



Maxwell House, 74 Worship Street, London EC2A2EN 
Trade orders to: Purnell Book Centre, Pa u Hon, Bristol BS185LQ 



PeisonaL 



Computer 

si 




$8 <*mm mm «%«9 0«<| 

• THEPCW X 
f PICTURE J 
| SHOW | 

O Faces, fun and glamour from (J 



(% the country's biggest computer exhibition, £ 



^ The only Rambo V 
igok- alike op rhe thaw ^ 
seemed (o be on Ihe wrong 1 
slond. Sy item 3 hqd hired 
Kim fo add □ bit of rnuicle 
fo (heir rdEtOTn-ptOJl, 
Svi it Ocean who ore 
doing the Rannbo gomo? 



The PCW show wns just as expected - noisy, crowded and very 
exciting . Despite the huge queues at 1 Da . m . on Ihe opening day the AA 
Team gamed instant admission, perhaps thanks lo those glossy pre- 



production copies of Arris trad Action we were carrying, Of course, the 
tickets may have helped. 



Inside, the Amstrad stand 
was attracting some heavy 
anennon as crowds flocked 
round the first public display of 
The new 6 128 and 8256 machines 
There wis plenty af new software 
for them to sw :oo including 3D 
Grand Ptix and 3D Boxing as 
well as guest appearances hy 
snooker player Alex Higgttis 
and soccer sni Ctenn Hoddte in 
support of the games bearing 
th«r n-imre Itardware star Alan 
Sugar was aJso there, in suppori 
of the machines bean rig hh 
name, 

Elsewhere, many of the big 
games had failed to make it in 



time for the show and 
materialised only in ihe shape of 
videos of ihe films and TV progs 
They re Taken from Ocean had 
Rambo doing his ovei muscled 
stuff sn Nam while Melbourne 
House showed dips from ihe 
cartoon of Lord of the Sings US 
Gold displayed bits of Goomes* 
ihe laiest Stephen Spielberg film 
Personal appearances were 
the older ot the day for a number 
of characters Mirrorsoft h.id an 
oversize Mt Man waddling 
around, preceded by a young 
[ady m a short skin One lady not 
wearing a short skirt was 
Mirrorsoft s Par Bztton* who 



promised Amstrad versions of 
Spitfire 40 in mid Ocigber and 
Dynamite Dan II before 
Chris 1 mas Elsewhere, assorted 
magicians and pirates wandered 
around Dwarfing all of Them was 
the monumental figure of Geoff 
Capes, playing his own game on 
the Mar lech stand It should be 
with us on the Arns: rad very soon- 
Most outrageous stand of the 
show was System 3 s To 
publicise their game Twister , 
mother of Hdi lots, three scantify- 
clad women writhed and 
wriggled on a tiny stage while 
snarling at the audience and 
slashing each oiher with whips 



System 3 s Andy Shafte defended 
the show If you were a kid would 
you r ather see a big stand saying 
how much money we ve got, or 
some naughty girls' I'm not sure 
Andy On the Saturday the 
organisers told System 3 to get 
nd of The girls They got rid of the 
stand By the following week 
Andy Shafte was no longer 
working for System 3 

► Rkordo Firtfo - t*ft - and Oominfc 
Pfior - right -are TofyS, 111* people 
bringing Efiit+Qnlts Hie ArrtitfOd very ihart 
ly. Dgn'FQ^ me *holhe other 1*0 arc. 




► People crowding round The n-ew 
rn a chines on the Armtrqd itand. 



A A panoramic vl^w of 
Ol^pia^horneof Ihe 
i9fi*dreGodt 




titanew 





^ Two wphiitkoledeKdmpl^sof ArrlFiciol Intelligence 
engage in a lie* *md Ua*k diicusi^ of phirosophkal 

► T irn Chqney ol U % Col d ^1 ih jus1 o few o-l Ihe man y 
v id eo ki eem on hit uam d. 
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► MSf rorwff i Par Billon - 
the woman who broughJ yov 
B&vtd&rd&ih. Nit* wit Pal. 




► c ffbird'i Kerbeft 

Wrighl (centred fifldl 
iAnelhiftg toF^r tiling 
n AAi$irod Action, 



* 
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Ariola'sfive 

' ,\soU are winding up for !he 
:;tfnas bonanza by releasing 
fn?e titles in Oe:ober and Novem 
ter Pre- Amstrad versions of 
~.vse could be seen Tunning on 
: 200-squa re -fool video wall 
itrhePCWahow 

Firs: out. towards die end of 
October, will be Archonxnd One 
cn One The first of these is a 
blend of s:ra*egy and action on a 
±&S5 board if y ou want to take a 
t :*ce you'll be forced to do battle 
wrth your opponent /trcfron 
cos** £ 1 0 95 a bit extra because 
ti comes m a de luxe box wi:h 
booklet One on One is the hit 
t^ketball game m which you 
control either Larry Bird or Dr 
[ulius Irving two very tail men 
who h.ippen to t>? :he biggest 
*:ars m US ball There's no de- 
;uxe box so it only costs 18 95 

Other imminent releases are 
Sftyfex the super flight - 
emulator and Wizard, a 100- 
n ad venture game Both will 
:o$\ around £9 00 and should be 
available in early November 



Chocks away! 

Mirrorsoft have Dynamite Dan 
and Spa fire 40 appearing over 
the horizon at the end of October 

D<m is an arcade adventure 
featuring platforms. lifts and 
wacky hazards The hero has to 
foil Dr Bhizen's plans for world 
domination by cracking the safe, 
stealing the plans and making his 
escape in a blimp . All fo r £8 95 on 
cassetie. 

Spitfire 40 lets you play the 
Douglas Bader-ish role of a 
trainee Spitfire pilot in 1940 This 
High! -a imulaior - with-combai 
dares you (o work your way up 
from novice to Group Captain 
with more decora lions than a 
wedding cake Could ihis be 
your finest hour? It will cost you 
£9 9S to find out. 




MRRORSOFT 



New Gen, New Blood 




We w Generation are turning 
their attention to the Amstrad 
marker with conversions of their 
existing titles on other machines 
and the prospect of more 
original titles next year 

Jonah Bar rington'sSquash is 
the fust title out and we should 
have a review in the next issue. It 
fea mres a 3D view from behind a 
squash court wi th two players 
wacking the ball around while JB 
calis the score in Reprosound. 
We haven t heard the speech yet 
- but you won tneed any 
hardware to get it. 

Also on the way is the 
Trashman series of games 



Kumo keep coming 

Kumas prodigious range for the 
Arnsirad keeps expanding with 
their latest ORIGINAL release for 
i he machine being called Argo 
Navis and Tea in ring arcade ad- 
venture and shoo: -em -up 
elements. 

The game features a 96 
screen space ship in which you 
have to collect 12 cry s sals These 
then have to be taken to the com- 
mand cabins lo activate the self 
desiruct niuch-imsm before you 
make your escape. 

We'll be reviewing the game 
next month but if you can't wan n 
will cost you £6 95 on cassetie 



Up, Up and Away 
with Beyond 

Beyond are planning a soar.iv/-iy 
future for the Arnsirad with not 
jus? Spy v$ Spy and Shadowhreon 
the way bus Super nun the game 
and Nexus 

Superman is expected in 
November and doesn't take the 
plot of any of the films but in- 
volves him in ,i new battle against 
ihe evil Darkseid who is out to 
lake over ihe world You can play 
the part of the blue (or is it red?) 
underpansed hero or the evil 
being as they bat lie to find the 
ann life formula that is the key to 
controlling every person on 
Earth 

Nexus is another new pro- 
ject expected early next year and 
features animated action and ad* 
venture It is a game with no rules 
so that the ptayer has to find out 
what to do for himseif within the 
basic scenario It takes a topical 
view though since you are bat- 
tling against the evi) of drugs 
issuing from a South American 
country. 

A lithe Beyond games will fly 
into your bands for £9 95 each 
and you can bet they'll be differ- 
ent because as dive Bailey of 
Beyond told us "we don't do 
arcade games 



starting with Trashman himself 
cleaning up the streets of Britain 
and then moving foTravel with 
Trashman where he cleans up 
the rest of the world> Those two 
should be out this year with a. er, 
threequel due next year as a 
simultaneous release with the 
Spectrum title. It's called 
Trashman goes Moonlighting in 
which the rubbish hero returns 
to CP fo complete his original 
jot but with totsof moonlighting 
tasks like window cleaning and 
hedge cutting on the side. 

To hear JB calling the score 
or Trashman clanging bins will 
cost you £7 95 on cassette. 



logs of War 

Novagen's Mercenary - the 
follow-up to theif CBM 64 hit 
I Encounter - will be appearing 
on the Amstrad sometime in Nov- 
ember at £9.95 on cassette. 

The game stars a mercenary 
working on a strange planet's 
surface. It s a mixture of flight 
simulator and shoot-'em-up and 
makes extensive use of vector 
graphics 

Novagen's Bruce Jordan 
said that the Amstrad version was 
even more impressive 1 than the 
Commodore one and added that 
the company has - a commitment 
to the machine . But Encounter 
will noi be making an ap- 
pearance on the Arnold, 



Mole from Mosaic 
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Mosaic, who brought you Level 
9's Erik the Viking, ate now 
bringing ou I a game based on the 
mega best-seller. The Secret 
Diary of Adrian Mote This little 
package is also from the Level 9 
stable, and boasts some attrac- 



tive graphics. What's more, the 
text seems to ca pture the spirit of 
the book better than either the 
play or the TV series of ihe same 
rurne. Full review m next month's 
Adventure pages 



Gargoyle 
triple treat 

Fans of Dun Darach will be de- 
lighied with the news that Gar- 
goyle are writing a trilogy of 
games for the Amstrad called 
The Siege of Earth JVi/ogy. 
They 11 take a more futuristic 
viewpoint than the previous ad^ 
ventures and star a space-suited 
hero. 

The first game is called Mar- 
sport with the second and third 
ones being Fornax and Gath. 
Marsport will be reviewed in 
issue three with Fornax due for 
release in January next year and 
Gat/rin April. 

Also on schedule for Novem- 
ber is Sweevos World in which 
Gargoyle have taken a more light 
hearted view of things with a 
spin-off from their animated ad- 
ventures. The game is only £7 .95 
com pa red to the £9 95 of the othe r 
games 



Virgin works on 
Shogun 

Virgin Software, enjoying an 
almost unequalled reputation 
among Amstrad owners thanks to 
the success of Sorcery, are wor- 
king on two new games Sties. 
Strangeioop is another multi- 
screen arcade-adventure* this 
time with some 250 locations. You 
guide a spaceman round a 
bizarre* derelict robot factory, 
shooting enemies and trying to 
solve a number of pretty devious 
puzzles Release is due by the 
end of October, 

Nearer Christmas will come 
Shogun f an "icon-driven " adven- 
ture based around the cult TV 
series based around the James 
Clavelt novel Our martial arts 
correspondent reports thai ihe 
game features a number of inde- 
pendent characters, yaur aim 
being to get them to comply with 
your wi shes. 
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Elite's commando action 

The hitcoin-op arcade game believe *\ w&n become oneol i^e 

CQmm&ntfo has become the centre best selling arcade games of the 

ol a legal wrangle between year 

software houses Elite and Air gat a Meanwhile Elite are also 

Eli le. who ooiamed the i cence for pressing ahead with a version of 

the game, look Aihgaia tocourlto Scooby Doo lot the Amstrad 

preveni mem re-easmg a Mle called Casting C6 95 on cassette ano 

Wtio Dares Wmi Ah>ch. according H2 95 on disk (more lhan me 

to Ene. was ellectivety a copy ol Commodore or Spectrum vei s*ons, 

Commando t$k l$k}tfi£ game features Ihe 

AM gata s Mike Mahoney told lovable characters Scooby and 

usthey had now agreed to make Shaggy m what Ehie describe as 

alterations to me t game - the "Ihe l*tst ever computer cartoon" 

scenario is being moved from the Wen we've heard that one before 
jungle to a town, Both companies Elite s Steve Wslcox says the 

af e st tii planning to produce player's role is as director ot an 

vers?ons lor the Amstraa interactive cartoon The characters 

Commando, which features a are said to communicate by means 

tungte soldier running not with of speech bubbles, although no 

machine gun and grenades s one here can ever remember the 

reckoned to be Ihe biggest arcade real Scooby Doo say«ng anything 

hit s nce Track and F^Wand Elite other than "Scooby-dooby-doo " 



Memory Boosters 



Expansion cards that will give all 
CPC Amstrads up to S12K of 
memory are on the way from 
German company Datamedia H 
who hope to have them on the 
British market well before 
Christmas. 

Technical details are as ye: 
unavailable, but it seems unlikely 
th.c. ihe cards will allow 464 and 
664 owners to upgrade to 6128 
specification. What the extra 
memory will supply is a potenti- 
ally huge increase in BASIC 
storage space, or particular ad- 
vantage in the designing of 
screens and animation. 

The cards are inserted in- 
side the Amstrad rather than 
plugging into the back, and 
begin at 64 X- Prices have yel to be 
established, but if the Deutsch- 
mark cost is anything to go by. a 
64 K card should be around £30 
and SI 2K about £) 15 

Datamedia have also devel- 
oped a 5 1 /4 inch disc drive for the 
Amstrad which they expect to be 
marketing here too. The drive 
should allow 61 2B owners to run a 
huge range of business 
programs. No prices are avail- 
able yet. 



61 28 adventuring 

Level 9 point out to us that their 
excellent range of adventures 
can be run on the 6128 by typing 
in the same instructions that are 
required for the 664 

For Colossal Adventure, Ad- 
venture Qubsl Dungeon Adven- 
ture, Snowbatlmd LordsofTime. 
you plug in your tape-recorder, 
switch on. and enter the 
following: 

| TAPE 

MEMORY & 2FFF 
LOAD 

"ADVENTUSE'.&aOOO 

Stan the tape and press any key. 
When the tape has loaded, enter; 
CALL&3000 

For Return so Eden. Emerald 
Isle, Red Moon and The Worm in 
Paradise simply enter: 

I T APE 

RUN 1111 

Start the tape and press any key 
when the computer asks you to. 



Naughty Zelda 

Wg ue otiirigerd id hui thiE a plumed 

have i wot Id finE far a rumpcSer game — a 
pornographic cmr. Never nttnd ih* Mvei , 
ttn ml* u AfU Crwugh, Is"* called $p*cc 
Agejit ZeJrti Mocts the Bug Ejvs. TT'.e mmd 



Which one did YOU visit? 

Bic of * men up over the Amntrad 
show. Or ihcvn, to be mors pr«i*#. 
W*'r* attending (or, by tilt time you 
mad thi*. will have attended) ih# on* 
ftt Lo ndon' ■ NoirOtel. But Lh ore alio ii 
(w«) another chow planned for ■ d J ■ 
(erem lite neuby tm the umo two 
day*, October Sthand&th, 

Tne coxiruiion vtem* from the fact 
that the company orkjfbitlly orgnue- 
mg the Novate] ihow went into liquid - 
anon, BftjabjM Publication* stepped 
into Hm breach, but unfortunately to 
did another company -Ediiio-njch aim 
- made up of former direci o n of Com- 
puter Marketplace . 

A rnewjf quarrel between ihe two 
malted m Ditabasa scooping the 
NoTc4eJ lite and Edjuonecheme mcff* 
mg to a m w ai*e bia I offering a free bua 
etivioe from the Kovotel to in own 




AD in all, a slsghuy ridiculous 
ait^ibon which, al tune ol going io 
preea. ahowa no atgn ol ieao]vmg 
itself. 

So which ahow tomed out to be 
ihe REAL ihow. ..? Did anything axcit- 
ing happen ai efther ..? And what was 
the revull of hundreds of Arnatrad 
owner* OTrung into peraonai contact 
with ihe appalling itati who nm ihil 
magazine.. .? Theee ajid many other 
qy^Ejor^, prodded we aurviTe the 
exhibition, will be anawered next ■ 
month. 



Golden line-up 

US Gold have revealed their 
planned release dales for the 
Amstrad versions of their top- 
selling titles, Raid m first off -due 
out a week after this issue hi Is the 
news-stands. Next is Impossible 
Mission on November 1st. fol- 
lowed a week later by Bruce Lee 
(you can read an exclusive re- 
view of the latter in this issue). 

Damhusters. Beach~hevd II 
and Return io Oz ate all due 
before Christmas with Winter 
Games and Bounty Bob Strikes 
Back coming soon after. Standby 
for a hot American winter. 



Eek...a Mouse! 



the AMX mouse h already a big hit 
on the BBC micro, is now avail- 
able for all the Amstrad com- 
puters except the 8256. 

The mouse is supplied with 
four programs on cassette and 
gives art capabilities that AMX 
are likening to the Macintosh 's. 
It s a very trendy package with 
icons, pull-down menus, 
windows and pointers. 

The software supplied al- 



Space contraption 

The end of October should see 
the release of S.PA.C.E and 
Contraption from Audiogenic 
both at around £3 on cassette. 

S P A C E. - Space Pilot Ad- 
vanced Combat Emulator - is a 
high-tec flight simulator which 
Audiogenic claim 'will revo* 
lus ionise the training of our space 
pilots/ 

Contraption is a graphically 
cute platform game which ICON 
Software are converting, in con- 
junction with Audiogenic, from 
Iheir BBC version. It should fea- 
ture a tola I of 20 screens . 



lows you to create and store pic- 
tures using a variety of techni- 
ques, utensils and backgrounds. 
Spray-can mode, for instance, 
will allow you to behave Like a 
New York graffiti artist 
while vandalising nothing more 
than your monitor's screen 

Rodents don't come cheap 
though - the AMX Mouse plus 
software will set you back £79.95. 
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Hitsquad attack al Christmas 

Fou r famous sot: w a re houses have combined to majce a compilation ta pe for 
Chnslmas called ' Thdy Sold a Million Ocean. US Cold. Ultimate an4 
Sofcwire Project! have all coninbuted a program with two Of thorn being 
specially written for the Amatrad, The tape will be marketed under the 
specially created "Hiisquad" laJwi- 

Tho fear games for she Ait^rad are Beach-Head r Daley Thompson s 
Dec&ihlonJetSet Wtlly and Sabie Wulf. AttcAiacwas originally in the line 
up instead Sabre Wulftmx you can s till expeel to see ihe original Ultimate 
arcade adventure and ihe latest Sped rum release Nightshade m the com- 
ing months, although they can't say when. 

Surprising I yJ&iSei Willy is also being re- written lo correspond so ihe 
original small version which was the best seller on other micros. This 
seems crasy, because Arnold owners already have the extended version 
(known as jet SfcF Willy Urn other micros). Why anyone should wan! to 
re wnte a game to make it smaller, easier and less interesting is a mystery to 
us. 

Sull, the compiEation ls good va]ue for money at £& 9Son cassette and 
f 12.95 on disk and between the four games featured on the three machines 
(the re a re Spectrum and CBM 64 versions as well) ihey really have 1 "sold a 
million. 11 




Modern dating technique! 



3 



l/Ntce tittle ad this, 
spoiled in one of 
our rival 

magazines Good 
to see Amstrad 
software being 
used in such a 
wonhy cause 
(PS If you spot 



any other snippets 
anywhere which 
might appeal to 
o I her Amstrad 
owners why not 
send them to 
us..?) 

(PPS inhere 
are any females 



out there 
(preferably 
human) who'd like 
10 communicate 
with our software 
editor using pen 
and paper, well, 
what a re you 
waiting for . ) 



Male 34 wishes to communicate with 
females using mini office word 
processor. Send your introductory 
cassette and I will reply using the 
cassette which can be reused. Give file 
name. Mr Hamuli 74, Arthur St 
Withersea/N, Humberside 



Asterisk the Aussie 

Not content with taking the mar- 
fcet by s;orm with Fist, Melbourne 
House a re planning an even more 
impressive Autumn schedule In 
addition to their adventure re- 
leases Terrormolinos and lord of 
the Rings they have games based 
around that famous gallic fighter 
Asterisk and a new combat game 
Fighting Warrior. 

Fighting Warrior is s unilar to 
Fist but features two guys battling 
with swords instead of fists. 
There's no indication yei of whai 
the Asterisk game will be but 
knowing what he and his mate 
OtH;lLskge:uplftitA0iyd be fm 




Amsoft burns rubber 



Elite Imminent 

Those lovely boys at Firebird 
and iheir Torus programmers m 
Scotland have been slaving away 
over Amstrad Bit®. The good 
news is that it's nearly here and 
although the BBC original is a 
year old ihe game is si ill high in 
!he charts and shows every sign 
of being better than ever on ihe 
Amstrad. 

Latest prediction is that it 
should be in the shops by Novem- 
ber. Hold onto your joysticks 
because this is where the greai 
space battle begins. 



Clever programming 
corner 

The sophisticated mathematical 
manipulation of something catted 
fractals liesat the heart of two big 
new titles coming your way fi om 
Acnvisson Bill Blazer and Res* 
cue on FraCMlus. programs 
originally written by the Amor 
torn company Lucasfiims. have 
created quite a stir on the Com- 
modore 6-1 -md Atari with then 
fast-moving 3D graphics. Expect 
ihe Amsirnd versions November 
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Toswordfor6128 

Tasman have launched a new ixn> 
proved version of their beat- 
selling word processor Tasword 
to take advantage of the 6128*5 
spec. The program occupies 
nearly all the RAM in one barik of 
memory and stores text in the 
other 64K. 

There are many modific- 
ations* but user s of previous ver- 
sion* will surely be best pleased 
wiih a normal insert mode and in - 
Stantaneous re- formatting On 
earlier versions of Tasword the 
user had 10 type in the required 
number of spaces before insert- 
ing text Re- formatting was a 
lengthy business in which you 
watched the whole text shoving 
itself around on screen. 

Othe r major changes are that 
the mam menu does not now ap- 
pear on overlays P but flips on and 
off so that there is no need to keep 
the disc in the drive The Find and 
Replace function has been exten- 
ded and now offers the option of 
ignoring or taking into account 
upper and lower case 
characters. 

An interesting inclusion is a 
Notepad ftinction - four blank 
pages on the menu where the 
user can put noses or text to be 
transfered to the body and vice 
versa. Tasword 6128 costs £24.95 
I on discand is available now 



Among the attractions at a 
packed Amstrad stand at the 
PCW show in September was a 
demo of one of the hot new 
Amsoft titles 3D Grand Prix. 

Not just another 3D motor* 
racing game- this. The 3D effect is 
extremely impressive for a start. 
Your driver's-eye-view shows 
the from wheels actually turning, 
and the road zooming to wa rd you 
in very realistic manner A fur- 
ther excellent touch is the provi- 
sion of views from two wing mir- 
rors. This allows you to see as 
cars approach you from behind 
and thereby take suitable action 
It must be said we were hop- 
ing to give the program a full re 
view in this issue, but in the end 
Amsoft weren't able to get a fully- 
finished version to us in time 
Standby for next month. 

3D Grand Pnx is one of the 
lilies Amstrad are using for a 
mulli-million advertising cam- 
paign this autumn The idea is to 
show that software on the Arnold 
is now as good as on any home 
micro. Other programs being 
used are 3D Boxing, another 
impressive-looking game we 
hope co review next month, and 
3D Smmridor reviewed m this 
issue. All three games are part of 
Amsoft s new gold range which 
are being sold in much- 
improved packaging using mini 
video cassette boxes. 
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Vyvyan, you.#* 

The game of the show of The 
Young Ones, from C:t ^ . 
should be on Amstrad scr«ns in 
rnid ■ Octobe r at a price of 17 95 on 
cassette 

The game features alt your 
favourite creeps from the TV 
show Vyvyan Rick, Mike and 
Neil Players o! the game have to 
choose one of the four characters 
white the computer controls the 
other shrce Characters can 
speak so each other and speech- 
bubbles will appeal from the ani- 
mated figures" mouths 



Here it is. our first chart of the 
current top^sellktg Amstrad 
tides, as supplied to us by Gallup 
(to be carefully distinguished 
from our readers 1 chart of 
favourite titles elsewhere to this 
issue}. 

It shows Melbourne House 
still firmly at number ono with 
Fist, probably the biggest selling 
tide ever on the Amstrad, Also 
selling well, and deservedly so. 
are ihe four Masiortronic budget 
releases which are good value in 



anybody's book, 

Arnold owners' taste for lots 
of different software is evident in 
the appearance of Scrabble, Red 
Arrows, Red Moon and the still 
popular Pun Dai&ch. 

Hie chart was compiled by 
Gallup over the four weeks up to 
20th September and is now virtu- 
ally the only sales chart worth 
looking at. Then again, to see 
which games YOU actually tike 
turn to Hot Stuff. 



L TiJE WAY OF THE EXPLODING FIST 

Melbourne House 

2. FRANK BRUNO'S BOXING 

Elite 

3, FINDERS KEEPERS 

Mastertronic 
4 CHILLER 

Mastertronic 
5. NONTERRAQUEOUS 

Mastertronic 
6- SCRABBLE 

Leisure Genius 

7, BEACH-HEAD 

USGold/Amsofi 

8. RED ARROWS 

Database 
9 + LOCOMOTION 

Mastertronic 
10. BRIAN JACKS SUPERSTAR CHALLENGE 

Martech 
ll.STARION 

Melbourne Hous<* 
12. ALIENS 

Ultimate 
13-AKW0LF 

Arnsoft/Ehic 
H, RED MOON 

Level 9 

It DALEY THOMPSON'S DECATHLON 

Ocean 
16- A VIEW TO A KILL 

Dcmark 
1 7, GRAND PRIX RALLY II 

Arasoft/Lorideb 
18- DUN DA RACK 

Gargoyle 
1 9 > PROJECT FUTURE 

Gremlin Graphics 
30. SHORTS FUSE 

Firebird 
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Da*i4 Hvi band. "All Kcll -rll to r Can fcooir 



"As Amstrad computers continued their unstoppable 
expansion throughout the still-divided Europa continent an event 
took place (Earthdate: October L 1985) whose significance, at the 
time, was underestimated by many earthlings A special service 
wash unched allowing Amstra d owners na tion wide to link up with 
each other through the British nation's telephone network* (for 
explanation of this primitive communications system see Vol 23. 
pl046) t 

In consequence these fortunate people could receive 
immediate news ofAmsirad-related events, download programs, 
send messages to each other and access the 300.000 pages of 
'Prestel fa database which at this time was considered extremely 
large') It was the launch of this new service which remo ved the l&st 
remaining advantage offered by ether more primitive home 
computers, and thereby cleared the way for Amstrad*s world 
domination and all tha t tha t entailed- * * 

Extract from HISTORY OF THE EARTH Vol 23, publiflhed by ilia 
Alan Sugar Corporation, 3446 AD 



„f innnd us way mto the 

October !si Uu*ch * ™ VCJl , « h<>ao sig mUc<mc* 

Jay well have •^^'J^J^ ** a 

Ubctal party political di bc me bl(jqe „ 

because getung «*> * ^ 

Maybe we can help This sp, c ^ ^ n0W 



One of the main complaints you hear about home computers is that 
they 're good for games and nothing else . Although in the case of an 
Amstrad this is a load of cobblers, it 1 sal ways pleasing to encounter 
new uses for the machine . 

Telecommunications is one such. Indeed there are people 
who will tell you that it leaves all other uses completely in the 
shade. Your micro and modem t they will say, offer you an early 
1 rip to the 2 1st century, instant access to limitless information. Fast, 
cheap communication. Shopping and banking from your living 
room And soon. 

That may or may not be so . What is ce nain is tha t investing a bit 
of cash in the right gear will open up a whole new world of 
possibil i ties for your machine. 



Probably the most interesting is getting access to the new 
Amstrad database launched at the start of October. By taking out a 
subscription you are given a unique membership number 
together with a phone number at anearby exchange which will 
allow you to dial up the database at local call rates. 

Once you p re connected , pag es of m fo r ma tion comes down the 
phone line and appear on your monitor screen. By making choices 
from the various menus offered you select what part of the 
database you get access to. Among the benefits being promised 
are; 

► Daily updated news of Amstrad products and software, 

► Direct interaction with other Arnsirad owners all over in the 
country (including us). You can send and receive messages to any 
Other subscriber 

► Access to software which, if you have the right lype of interface, 
can be downloaded to your machine and saved on tape or disk. 

AJthough the aspects directly related to the Amstrad may be 
of greatest interest, there is a lot more besides. The database is 
part of the huge Prestel service and is being run by Vie wfax 258 
and marketed by Micronet 800 These two companies already 
supply a vasi number of psges on Prestel of interest to computer 
enthusiasts at large. These for example could allow you to: 

Try to find a buyer for your discarded Spectrum by leaving a 
public message on one of the swop $hop rF pages. 

► Take part in a nationwide interactive game such as Stamet or 
Round Britain Race, 

► Design attractive graphics pages and put them on public 
display. 

► Interview a computer celebrity on the Wednesday evening 
CtelebrtiyChailine- 
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Between them Mscronet and Viewfax have over 50,000 
screens of info on offer. Bui even that pales in comparison with the 
main Prestel database ofove r 300 ,000 pages Nosing through i t can 
be a very time-consuming {and not exactly cost-free) process 
Here, for example, is a random sequence of entries taken from the 
Subject index which is part of the 1 00-page Presto) directory 
supplied to all users; Careers information. Cargo Handling, 
Caribbean, Carlisle, Carpets, Cars, Cartridges, Cash registers, 
Cassettes, Catalogue shopping, Catering services, Cats. Catlle 
breeding. Cayman Islands. Ceilings. 

Many people, especially businessmen, could find Prestel 
invaluable. And the service is expanding all the time. Already if 
you open an account with the Bank of Scotland you can organise 
payments and standing orders from your armchair, as well as have 
a constant check on your balance and last 100 transactions, 
Similarly, although so far ifs pretty limited, it's possible to order 
certain goods from your keyboard, paying for them by tapping in 
your credit card number. One supermarket in the Midlands 
actually allows people to order their groceries this way - they only 
have to stir from the armchair to collect the goods at the from door 
when the delivery van arrives 

Other uses you could put your modem to include accessing 
one of the rapidly growing number of other databases offering 
more specialised informat j on , ma king com act w i th local computer 
owners by means of a nearby bulleiin board, or iransferring files 
and programs to and from other computers. More sophisticated 
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Some of f he 50,000 screen 



uses such as hacking into the main computer of the Ministry of 
Defence in search of Britain's nuclear codes may take a Utile 
practice. 



Bur whether it's just for a bit of evening entertainment, or 
whether you want to lake it a lot further, there's little doubt that 
hooking Arnold to a modem will open the door to a world of mind- 
boggling potential 

One person who d go along with that is David Husband of 
Skywave Soft wa re , the man who r s developed wh at is probably the 
most sophisticated communications interface available for (he 
Amstrad. "1 think the current level of interest in computer 
tele communications is merely the tip of the iceberg," he told us. 
"Once the man in the si reel discovers what he can do with his 
computer and a telephone, all hell will break loose, ft II be like 
Beatlemania. 

'There's no doubt that it will change the way we live. For 
example a lot of people will be able to work from home and just 
communicate with the office by modem. And you'll be able to get 
allthe news and information you need on your screen whenever 
you want it - 1 think toe writing is on the wall for newspapers, The 
way we communicate with each other will change - the ordinary 
guy doesn't yet realise what he can do with electronic mail 

H *All it's waiting for is for the public to be aware of it. Until now 
Amstrad owners have had been in the frustrating position of 
seeing BBC and Spectrum owners getting a lot of fun out of 
telecoms, but not being able to take part themselves. Now all that's 
changing The Amstrad machines are very good, and we think 
they deserve good products to allow them to realise their full 
potential. 11 



How much it costs 




Ftnt of ill the equipment aid*. 
You need throe thing*. A modem . 
an RS832 tntert&c*. end toft**** 
to enable you to tie* them* 
Somen me a all three can bf 
bought in ft aingl* package, ft* 
with ill* CDS modem or the 
apecia] p*ckag* p w» euraelvei 
ere offering in thff iiluft. 
Alternatively you could buythe 
Amatrad RS233 interface which 
includei th* relevant software 
tfld add ihe modem of your 
cfcolc*. 

However you do tt you'r* 
unlikely lo get together a 
workable package for leas than 
£100 £150. 

You could um your modem 
■imply to acedia on* of th* many 
prhrat*]y*iun p free-aoccai 
bulletin board*, But titee* ire 
unlikely to t uatain yoar intereat 
lei too long, and beeidee, unleaa 
you limit youreclf to those local lo 
you. you could run up t 
eubiiaxtfial phone bill on long 
distance calle. 

/ So before long you will want 
to lubicilbe to Preitef a 
nucrocomputing aenrico which 
will allow yon accen to the 
Amttrad daiabeeeaj well ea the 
reit of Micron et # Viewfaic and 
Pro***) . Thia ootta • lota] of £ 1 6.80 
e quarter (£36 for burin esae •) 

ha addftteft you fa*** lo pay lo 
acceta certain page i of the 
databaae which ere more 
expensive to update. A typical 
charge might be 20p. You an 



atwayi Informed of Owe* cfcargee 
before you actually acotea the 
rel*vant peg*. Anoth*r 
M optional 1 1 coal ia th* Bp ft minute 
you are charged aunply for being 
on Preatel between Bam and ftpm 
on weekdays and Saturday 
morningi. This ia one of th* two 
main reuotta why hacking ia b«et 
done at night, The other is your 
phone bill. On* of th* big 
advantage! of dialling Pr*a**l to 
thai ihftnki to a clever 
networking ayat*m, elmoat 
everyone can leach it withe local 
calL If you limit yourt*tf to cheap 
rate dialling , the coat worka out at 
40p pet hear. 

Hore then to iha checMiit of 
coata: 

EQUIPMENT {on«Htifi coet of, any , 
£130). 

MiCRONET SUBSCRIPTION 
(Elfl.80 pet quarter) 
SPECIAL PAGE ACCESS 
{Depend a on yon. Say £10 t 
quarter) 

CONNECT TIME CHARGE 
(Nothing tfyou artck to evening*) 
TELEPHONE BILL (1 hour three 
eveninga ft week - £18,60 ft 
quarter) 

Well, telecomputing 
eertelaty itn't to**. You could 
oonaol* you raelf with th* thought 
that tt'a cheaper than going down 
the pub every night, * practice 
which your purchaae of a modem 
would almost certainly put an end 
to! 
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COMMUNICATOR 

KD5 P £153 



B 



W 



► Not a BT approved modem, 

► Inn pot ilble to use for non-modem R5232 communication, 

► Presto! software on our ronton In early stage of 
development* 

► D oc urn e n t al 1 o n not v e ry clear. 



Part of the appeal of Ehis package is *hat there is "nothing else to 
buy". Although £1 SO may seem like a lot to risk on a mail order 
deal, it does getyou an auto-dial modem capable of boih the 
1200/7S baud mode of operation used by Prestel and the 300/300 
baud mode used by many private bulletin boards That's pretty 
good going. 

On the other hand the package does have certain drawbacks, 
not least of which is the fad that the modem isn't BT approved 
Although after a few weeks' illegal use here ai the AAHO we can 
report that no one touching it has died of electric shock, it still 
probably isn't the thing to have around when the telephone 
engineer calls . 

Another limitation is thai you can't access the built-in RS232 
interface except through the modem This makes it less flexible 
than having a separate interface and modem -- you can't use it to 
transfer files to another micro except by going down a phone-line. 

If you want to use the modem with Prestel you could also 
encounter difficulties On our version the Prestel software was 
acknowledged to be at an early stage, resulting in a very strange 
look to certain pages. Certainly you can t use it to download 
lelesoftware. but you can print out Prestel pages 



i 



MULTI-PORT 

Skywave Software, £99.95 



] 




i block Jineiof the KD5 wnniurvcGtor 



However in some ways the software is easier louse than that of 
the Amstrad interface. Prestel or Bulletin board format can be 
selected from a menu at the touch of single key. And the autodial 
facility means that you can simply key in the number on your 
key board. Indeed if you have a prog ramming bent, you could 
easily wriie a program which would store the numbers of 50 
different bulletin boards and dial them automatically on request, 
In view of the large number of engaged tones you can get 
contacting bulletin boards, this might be very useful 

But overall, this package is more likely to appeal to a 
dedicated hacker than an ordinary user. 
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► Offon both 300/300 band rate and 1200/75, 

► Ha* auto-dial and auto -answer facilities. 

Inbuilt ROM software allows easy selection of faatnref , 
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NEWS 



► Includes the most sophisticated communications 
software available for the Amstrad * 

► Currently the only interface which will download software 
from Mictonet/Vie wfax. 

► Reasonably mser-friendly - options presented In on*scre*n 
menu s supported by large manual, 

► Good facilities for storage or printout of data from Prestel 
or bulletin boards, 

► Comes in different versions each tailor-made for a 
particular modem. 
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► Not the cheapest way of getting on lin e. 

► Only four colours available In Prestel format. 



The Skywave Multi-port interface has one enormous advantage 
over its competitors - it's been developed direci ly in conjunction 
with the launch of ihe new Amstrad database, and as a result is 
currently the only equipment capable of down-loading 
programs from it 

The value of this obviously depends tea large extent on the 
quality of soft ware available on the database judging from the 
experience of previous databases, the quality is not likely to be 
all that good in the early stages. But this soon changes as the 
database lake s off. 
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Even if telesoft ware isnt your priority, Multi-ports 
sophistication makes 31 a very attractive product, What you get 
for your hundred pounds is more than just an RS232 There's also 
a parallel port and a mini sidways Rom card. 

The parallel port is configured the same way as that on the 
BBC micro, the idea being that you can use it to attach some of the 
wide range of Beeb add-ons available, especially valuable for 
anyone who wants to put his Arnold to educational use. 

The sideways Rom card has space for just one ex tra Rom 
chip you could use it to run . say . one of the new Rom-based 
word*processors instead of having to fork out around £30 for a 
separate add-on* 

However the heart of Multi-port is the Sky com software 
supplied with it (in Rom). This gives you enormous flexibility in 
the way you me the RS232. especially when it comes lo modem 
use. For example you can arrange for your conversation with a 
bulletin board to be "spooled" into memory and stored on disk 
or tape, so that it's available for future reference. A large number 
of commands are available - if you don't have the manual 10 hand , 
the software can prom pi you through the use of pull -down 
menus 1 1 




The Skyw-uve MulTi-par I 



One lirniration is thiii only four on-screen colours are 
available when compering Presto I. so certain pages could look a 
little strange, but at least the text is clear to read, 

The interface is being sold packaged with various modems, 
an arrangement which not only makes the overall price very 
reasonable B but also allows the software to be amended slightly 
for each package to make best use of the features of individual 
modems. 

All in all. an excellent piece of kit . 



AMSTRAD RS232C 

Amstrad, £49-95 



ThisoHictal offering wont in itself allow you eo contact Freste!, etc 
you'll also need a modem and connecting lead. However the 
interface does include the relevant soft ware it comes on a built-in 
ROM chip, so there "a no tedious loading from cassette required. 

The software allows more or less she full range of uses of an 
RS232 interface. Baud rates range from SO up to 19.200, allowing 



the option of super fast communication with another micro. This 
can be done in two ways. "Intelligent" file transfer using the 
interesting I y-named commands BLO W and SUCK invokes built-in 
routines to check that files haven 1 ! been corrupted during 
transfer. However if the other computer isn't an Amstrad with the 
same interface, you would first have to type in an equivalent 
program - listings are given for a Sinclair Spectrum. QL and any 
CP/M micro Alternatively you could resort to unintelligent file 
transfer (commands OUTF1LE and 1NF1LE) and just hope no errors 
creep in. 

But when it comes to using the interface with Prestel {and ihe 
new Amstrad database), it's a little less satisfactory For a start you 
have to set the various baud rates and other bits of RS232 protocol 
manually before invoking ihe PRESTEL command 

Secondly the characters which appear on screen in Prestel 
mode are somewhat hard to read Amstrad have reduced their 
resolution deliberately so as to get on screen all ihe colours used 
by Prestel - other interfaces limit themselves to the four colours 
and keep the higher resolution. (BOFFIN NOTE; The Amstrad 
RS232uses mode 0 graphics which in normal resolution could only 
give a 20-column screen The others use mode l ) It's a case of 
swings and roundabouts, 
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The most serious limitation is that you cannot use the interface 
to download the software on offer in the new Amstrad database. 
Some people would consider that this removes the main point of 
subscr ibing in the first place ; although if it's just information you're 
after, it's not too bad a handicap. 

Contacting bulletin boards on 300 baud should provide no 
problem, provided the modem you get can cope with that baud- 
rate. 

One other annoyance is that the interface has its own power 
supply - and by the lime you've also plugged in a modem, there'll 
be quite a Lot of wires flapping round the place, something the 
Amstrad was supposed 10 avoid. The manual which accompanies 
the interface is pretty good as such manuals go, but will still be 
pretty confusing if this is your first contact with an RS232. As well as 
a comprehensive explanation of the 30 or so available bar 
commands, it gives advice on such things as the most appropriate 
way to wire up a connecting cable 
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► Built in ROM software, 

► Many option* available for transferring files including 
error checking. 

>- Includes Pie atel mode, 
* Good manual. 
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> Separate power ■ apply to plug In. 

*■ Can't download teloioftware from Prestfl I. 

> Can be complicated to use. 
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Small Business 
Accounts & VAX 
made Simple. 

Accounts and V. AT made Simple is the answer for your business 

• Professional business software on a single drive Amstrad, (but better with 2 drives). 

• Over 1 500 Users on many other computers. 

• Cash Book accounting made simple 

• Control of Unpaid Bills. 

• Single entry — no know ledge of book-keeping required. 

• Produces VAT Retu m lor Special Schemes 'A' to *F and Pharmacy Scheme' B' , 
W Trading and Profit and Loss Account at any time. 

• Very simple to operate weekly accounts. 
0 Fully accepted by Customs & Excise. 

• User Club and 'HOTLINE 1 support team. 

• Ideal for all Retailers and other cash businesses. 
9 £1 50 plus VAT on Sale or Return. 

• Invoicing and Customers Accounts made Simple available soon. 

YES — Clip the Coupon now and we will rush you a copy "Sate or Return" — you only pay if you 

decide to keep it or call and see it at your local dealer. 

Please return coupon to: 

Micro Simplex (Sales) Ltd., 8 Charlotte St. West, Macclesfield, Cheshire SK1 1 6EF 

Name ,-, 

Company Address 



Software 
made 
Simple 



Telephone 

Type of Business 




Programs for money, words and letters scrutinised in the liveliest 

serious section around 



There's a different look to Biiprogi f his month. Instead of 
a major comparison of one kind of software we've given 
a thorough examinalionfo three different software pack- 
ages to see what sort of state their in* 
Cabhbook Accounts, from Amsoft, is a small business 
book-keeping package - just Ihe kind of thing that might 
be uieful here until we got *o rich we need a Cray, Small 
businessman Chris Anderson tots up the plusses and 



minuses, 

it's thatman Anderson again who inspects Superpower's 
Mailing list* on $idewoy* Rom, This program allows the 
user lo build up a dalobase of addresses and then print 
out labels or carry ovl searches. 

Easy writer is an inexpensive word processor from Inter- 
ceptor* We see if if* as good a* fhe others at the bottom 
end of the market. 



MAILING LIST 

MicroPower £39.95 



This program supplied on * sideways RonT which goes a long 
way to explaining its price - it is in fad a fairly simple, though 
worthy, piece of software 

To run it you need one of the Rom card add-ons with a socket for 
taking the chip supplied MicroPower themselves provide one 
under the name Superpower. 

The purpose of the program is to allow you to keep a tile of names 
and addresses entered under a number of different categories. 
The file can then be searched for different combinations of 
categories, and ihe addresses printed out on labels 
It's designed lo handle the mailing list of a club or small business 
and as such works very well. Entering names and addresses is 
very easy - you type onto a box the size of the label you'll be 
printing on. but can add other information a&out the person out- 
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side the label. Up to 20 different categories coded A~T can be 
specified - things such as month of joining, or age or home town 
area. 

The files are automatically sorted inio alphabetical order by sur- 
name so a search for a particular surname is extremely fast. 
About 300 names and addresses can be held in memory at anyone 
time. If your file gets bigger than this it gets split into two and life 
gets much more complicated. 

Probably the main limi ianon of the program 13 that it can t be used 
as part of a mai Emerge, It'll print your address labels, but if you're 
sending letters as well, you can't really use it to print th& addresses 
on the letters themselves. For that type of operation you'd do 
belter lo use a word-processor like Tasword, the disk version of 
which includes a mail-merge program. 

But if you just want a program to keep tabs on a couple hundred 
club members and print out address labels this one works fuie. 



NEWS 



> A nice easy-to-use piece of software which 'loads" 
instantly* 

> Could prove an Invaluable aid to a harassed club 
secretary, or businessman with a mailing list for posting out 
brochures. 

Easy entry of data, fast searching for comb {nations of up to 
20 categories. 



W 



► Ho substitute for a mail-merge program if yon want to 
send out personalised tetters. 

► Becomes complicated to use for lists over about 300 names 
and addresses. 
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CASHBOOK ACCOUNTS 

Amsott £33 00 



One of The standard uses of a computer is for book-keeping. Unf or- 
innately almost everyone likes to keep their books a differem way, 
it's extremely difficult to write a program which is useful to a large 
number of different people - that's the main problem withthisone. 
The program was designed for use in a small newsagent-cum* 
general store. If you own a similar type busine$$ you could find it 
very useful. If not its unlikely \o suit you 

The program allows you to keep a record of weekly takings div- 
ided into different VAT groupings You can also log expenditure 
together with the category it falls into, and whether it's a cheque or 
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cash payment. The program will then, on request, print out a 
weekly trading analysis, showing among other things, total VAT 
on ingoings and outgoings, cash and bank balances, and a list of all 
payments made, You can also get it to give a cashflow analysis over 
any number of weeks you specify showing how takings vary from 
week to week and how your expenditure breaks down Keep it up 
for a year, and it should be able to calculate your end of year 
returns. 

There is a certain amount of flexibility: you can specify your own 
payment categories, have separate codes for up to four different 
bank accounts and keep' a separate record of your "own goods 
consumption,*' 

Bui there are also plenty of limitations, especially if you aren't a 
small shop-keeper. For example you cannot keep a record of 
individual payments received, just the entire takings for one day, 
And every supplier or individual you make a payment to must be 
referred to by a separate three-letter code - may be no problem 
for a retailer with few staff and a small number of suppliers , but 
hopeless for a firm making payments to, say, 50 different com- 
panies over the course of a month. Certainly couldn't handle the 
Amstrad Action accounts, a feature it shares with a prominent 
member of our staff . 

You could also run into serious difficulties if you try to alter such 
things as VAT categories halfway through the year. The program 
manual warns this will have H unpredictable results p \ 
With a program like this, it's essential to take a long hard look at it 
before you start relying on it for your accounts. 1 suspect it will be 
of use to relatively few people. 



EASVWR1TER 

Interceptor, £9,95 cass 



Interceptor didn't go wrong when they chose a name for this 
program. Its easy to use and certainly won't make you bankrupt if 
you buy it It won t be much use if you re intending to get down to 
that huge novel you've been dreaming about for so long, but then 
Interceptor do say that it's a 'simple correspondance printing 
program designed for the home user. 1 

it works m 80 column mode on the principle of what-you-see-is- 
what-you-gel, i.e. the print-out is the same as the screen display. So 
you start off by setting the margins P determining how much of the 
page your text will cover. Then you're ready for the off, tapping 
away and making mistakes To delete you just move the cursor 
back to the cha ra cter before th e r equi red cut , and press the cjelete 
key - just as in any word processor worth its salt. It s also possible 
to delete whole lines with one command. 

However, if you ve left something out you might run into pro- 
blems, Easywrit&r functions in overwrite mode; if you move the 
cursor back and type, your new text deletes the old. To add text 
you have to move the cursor to the required position and press the 
CLR key for the necessary number of spaces before typing. One 
way round this problem is to insert a number of empty lines - easily 
done - type your text and then delete and reformat where nece- 
ssary. But this is all a bit on the cumbersome side, 
Printing out is a simple business, mainly because the program 
doesn't offer much in the way of options. CTRL F and ENTER will 
insert a character that forces the printer to move on to the next 
page, while there is also the choice of single or double linefeed, 
allowing you to double spaced text. The manual warns that due to 
some printer/cable combinations the printer will put all the text on 
one line. In this case, you must choose the Double option, which 
will produce single spaced text, A little fiddling with the dip 
switches should sort the problem out. 
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Given the limitations it sets for itself, Easywriter is very good 
value . Ho we ve r . Interceptor a re unlucky in having an even bette r- 
value competitor in the cheap word -processor stakes. Database's 
Mini-Office contains a prog ram which is not only as easy to use , but 
considerably more sophisticated, with a good insert mode and 
more printer options, Easywriier really needs a few more features 
before it can be recommended. 



NEWS 
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► It could U70 an awful lot of time on bad. book-keeping. 

► Automatically calculates VAT totals and expenditure 
under different categories. 

► Reasonably easy to get to grips with. 



► Cheap. 

► Eaaytouse- 

► 80 column di splay . 

► Save* to dink. 



B 
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► Really only suitable for a small retailer 

► Not much flexibility to adjust the program to your 
requirements. 



B 
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► Clumsy insert mode. 

► Few printer options* 

► Not a* cheap or sophisticated as Mini Office* 
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Sapphire Software 

86 RACECOURSE ROAD, SWINTON. MEXBOROUGH. SOUTH YORKSHIRE S64 SDR, 



PRESENTS 




Probably the best strategy game available 
on a home micro to date, a culmination of 
ten months work by five of Britains top 
games writers brings you the game of the 
year . . - LEMONADE. 

A sensational game for 1 to 10 players, 
featuring five levels of difficulty to suit 
everyone, from the novice to the 
experienced games player. 

CASSETTE AVAILABLE FOR: 

AMSTRAD CPC464/664 £7.95 

BBC MODEL B £7.95 

COMMODORE 64 ... £7,95 



Howdy partner ... in this adventure you're after gold, but it's 
not buried in the desert, no siree bob, no, it's in the bank! 

First you have to find the hidden combination to the safe 
and then execute a daring robbery on the bank, avoiding jail 
and the noose. 



If 





Dare you enter the mysterious mansion, 'Nebula', on a quest 
for a fabulous treasure. Your hunger for wealth and to 
succeed where others have faiied*urges you deeper into the 
heart of the mansion, where danger lurks around every corner, 
only your skill and ingenuity can save you now . . . 



CASSETTE AVAILABLE FOR: 

AMSTRAD CPC 464/664 £6.95 

BBC MODEL B 




............... .. . ........... , 



DISC AVAILABLE FOR: 
.£6.95 AMSTRAD CPC 464/664 



£9.95 



THESE GAMES ARE AVAILABLE FROM ALL GOOD RETAILERS OR DIRECT FROM SAPPHIRE SOFTWARE 



PLEASE SEND ME 
I I LEMONADE 
I I MYSTERY MANSION 

I I KLONDIKE GOLD 

t Enclose a Cheque/Postal Order for € 
Made payable to Sapphire Software 



NAME 



1 I CASSETTE 
r | CASSETTE 
I I CASSETTE 



I I 3" DISK 
I I 3" DISK 



ADDRESS 



| J 3" DISK 



ALL PRICES INCLUDE 

POSTAGE, PACKING AND VAT 
My Micro is ...... tf YOU DO NOT WfSHTQ DEFACE THIS MAGAZINE, ORDERS MAY BE PLACED OH PAPER 




THE PEN 
THAT LIKES 
TO SAY 





WHILST OUR COMPETITORS 
MOSTLY SAY NO! 



FEATURES/ 
FUNCTIONS 



SINGLE COMPLETE ON 
SCREEN MENU 



DH AG SCREEN ftRJFCVTB 



FLIP SCREEN OBJECTS 



CURSOR REMOVAL 



ELASTIC BOXES 



ELASTIC LINE 
ELASTIC TRIANGLE 



ELASTIC ELLIPSE 



ELASTIC DIAMOND 



ELASTIC POLYGON 
ELASTIC HEXAGON 



ELASTIC OCTAGON 



ELASTIC CUBE 



ELASTIC PYRAMID 



CIRCLES 



SOLID CIRCLES 



SOLID BOXES 



SOLID ELLIPSES 



WEDGES 



BEZIER SIMULATIONS 



ZOOM EDIT 



REVERSE/MIRROR IMAGES 



REFERENCE B ACKGROUND 



GRID BACKGROUND 



X Y DISPLAY OPTION 




PAINT FILL 



COLOURWASHING 



RESIDENT SCREEN DUMP 



\D EDGE PL OTTIN G 
TEXT 



9 BRUSH SIZES 



18 SPRAY NOZZLES 



4 BASIC TEXTURES 



TEXTURE VARIATION 



XOR TEXTURE SHADING 



RESIDENT SYMBOL/SHAPE FILE 



RESIDENT FLECKPRINT FILE 



26 PAPER COLOURS 



1 5 COLOUR/TONE PALETTE 



POINT SETTING 



FIXED POINT RAYS 



MIRROR DRAWING 



HOME FUNCTION 



KEYCONTROL NUDGE 



J OYSTICK NUDGE 
AVAILABLE FOR 464 



AVAILABLE FOR 664 



MODE 1 & 2 AVAILABLE 



YES NO 



YES NO 



Jt£S_ 



JCES, 



Jt£S_ 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



Y£S 



YES 



YES 



YES 



YES 



YES 



YES 



YES 



NO 



_NQ_ 



NO 



YES 



NO 



NO 



NO 



NO 



NO 



NO 



NO 



NO 



NO 



YES 



NO 



NO 



NO 



YES 



NQ 



YES 
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JUST SOME OF THE 
THINGS YOU 
CAN DO WITH 
THIS COMPLETE 
LIGHT PEN 
PACKAGE 

USER DEFINED CHARACTERS 




FREEHAND DRAWING WITH THE GRAPHICS PROGRAM 




GAME SCREEN DESIGN WITH COLOUR EDITING FACILITY 



DUE TO LACK OF SPACE. WE ARE NOTABLE TO LIST 
THE OTHER 20+ FUNCTIONS OUR PEN IS CAPABLE OF. 




SCHEMATIC AND GEOMETRIC DESIGN DRAWINGS 



A VAIL ABLE FOR: CPC464 ON TAPE 



£19.95 



CPC464 ON DISC (incl. Interface) 

£26.95 



CPC664 ON DISC 



£26.95 




Also available: 



High Res Graphics Program for 
more serious applications (includes 
both Mode 1 and Mode 2) 

TAPE £9,95 OR DISC £14.95 



If you have any difficulty obtaining our products, please send 
cheque/P.O. to; 

THE ELECTRIC STUDIO 

P.O. BOX 96, LUTON LU3 2JP Tel: (0582) 595222 



THE ALL-IN-ONE SYSTEM 




To- Amitrad Action Readers 
From: The Reviewer 

De*r Reader*. ^p^. but when ih© P*Jgf 

Mr mother alway» ' ™. 8 ^f uaM me * dunnmy . Well, 

u^g U thing >he ^XXSl 5S« •» "V ^J^A 



Right «ow, you may be entertaining the sneaking suspicion that 
perhaps the PCW 8256 m^chm-- more than it appears to be. 
Perhaps it's not just a word -processor, but a 256K 280 computer 
which comes with Logo. Basic, CP/H a 90 column monitor, a snazzy 
printer, utility software for a bargain £450. No. surely, it can't be » 
Amstrad would never release ihe 6128 with 128K and no printer 
and then follow it up immediately with a package ottering far more 
for le$$. would they? 

Wei l H they did do something rather similar with the 664 . didn* t 
they? Have they done it again? The sho rt answer is yes . . . and no. To 
make matters a little clearer, let's see exactly what you get. 
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What it is 

Fi rs i , ihe momt or unit The PC W comes in one huge great box 
in which this item lakes up the bulk of the space. It's a large 90x25 
monochrome unit with a display quality identical to the C PC green 
screen monitors. There's a single, built-in 3 inch disc drive and 
space for anothe r to be fi tted for £ 1 SO or the reabouts . 

The system then builds up with a detachable keyboard (of 
which more later) which attaches to the monitor via a cable that 
stretches up to about four feet - more than adequate unless you're 
extremely long-sighted and don't wear glasses. There's also a 
printer, a fairly small unit thai plugs into the monitor via a ribbon 
cable and power lead , The whole shebang pi ugs into the wa II via a 
single lead - the usual Amsirad set-up, so no spaghetti problems 
here. 

Inside the machine is 256K of RAM, with 1 1 3K configured as a 
'RAMdisc'. This means that the machine treats it as a second disc 
drive, with the added benefit that it is, of course, much faster. 
However » if you switch the thing off with something in the RAMdisc 
it isn t going to be there when you've finished your cup of tea and 
want to come back to it, 



What It does 

You get two discs with the machine. Disc 1 has CP/M Plus, 
BASIC and 

locmcripr on it. Disc 2 has Logo and various utilities, including a 
Help file. When you switch on the machine the screen glares at you 
blankly until you pop a disc into the drive, whereupon it boots up 
whatever it finds there. 

Since the word-processing software is supposed to be the 
main feature of the package, let's look at it first- 



Constructing and printing out text files using a word pro- 
cessor is basically a combination of ent er i ng t exi . ed i ting i t , saving 
and manipulating (e.g. copying and deleting) files on disc, and 
printing it. Locoscript performs all these operations using pop- 
down menus, which are called from four function keys - giving 
eight different options - just to the right of the RETURN key. Their 
position is slightly aggravating as you can hit them by mistake 
whsn going for re! urn or shift, but cancelling a menu is a simple 
matter of hitting the CANcel key. 




► A lypkd IccaKftptmmt f*f wMVig pellet. 

Calling up some menus invokes further sub- menus, and as a 
general rule the program is friendly and easy to use if you Ye 
prepared to work through the manual. Most impressive is the easy 
label ting of commands, so ihai by entering a couple of letters you 
can obviate the need for menus altogether as you become used to 
the various options 

For example, you can select bold by either pressing f4 and 
choosing from the menu, or else by simply hi i tmg the | and B keys 
in succession. If you forget an abbreviation, hitting the j key and 
waiting a second allows a special prompt menu to appear from 
which to select an abbreviated command. The big advantage here 
is that the abbreviations really do make sense and are easy to 
remember - LT for LayouT, RJ for Right Justify etc. 

Text to be cut and pasted and can be assigned to various 
blocks, numbered 0 to 9 . atidcan be recalled or e ven saved to disc 
when required Disc and file management is particularly easy - 
the opening menu allows you to swap files between discs simply 
by moving the cursor from one location to another. File deletion, 
renaming, and inspection is just as easy. What's more, you get as 
much as 90K free on a disk for text files even with the system files in 
place, And of course you can always use the RAMdisc if you want. 
The best arrangement is to edit text using the RAMdisc - because 
it's faster - and then transfer the file to floppy when you re finished 
with it. 

There are a number of special filing features Most useful are 
the "Limbo" feature - which a rr anges fo r deleted or updated files to 
be placed in 1imbo\ from which they can be recalled if necessary 
- and the 'group* feature which assigns files to one of eight special 
categories, to each of which may be assigned a layout template. If, 
for example, you frequently type invoices then you could design a 
standard invoice form and assign it to a group. From then on, 
whenever you create a document in that group, you'll find the 
screen arranged according to your design. 

i 
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Actually entering text isn't as pleasant as it could be. The 
keyboard is cramped because of the addition of the extra dedi- 
cated WP keys. The keys themselves are extremely light to the 
touch and lack positive feedback. What's more, they are quite 
rattly and typing is a somewhat noisy affair. Having said that, t 
happen to know that the publisher of this journal thinks the key- 
board is pretty cool and an aid to fast typing - maybe he likes 
people to know when he "a typing fast,.? 

There are a number of keyboard oddities If you Ye accus* 
lomed lo using computers, the provision of both a RETURN and an 
ENTER key may be confusing. Its quite logieal though -RETURN is 
for carriage returns, and ENTER is for enter jng or confirming 
commands. There' re also ] and - keys, whi chare used for toggling 
some of the options within the various menus. 

As far as the display is concerned. 90 columns certainly makes 
a bigdifference, Locoscript is to a certain extent a WYSIWYG {or 
What You See Is What You Get) word processor, in that page 
boundaries are marked and unjustified text is displayed in the 
same layout as it will appear on ihe paper. However, different 
types ly les are no i s h own . except as control codes where the y start 
and finish, and justified text still looks ragged on the screen. 

There are, however , a number of display options which inc- 
lude showing control codes, blank space (as a series of dots), 
spaces (which can be useful when you're laying out tables), and 
effectors , which are basically carriage returns and tab symbols 
If you select all these options you gei something that looks slightly 
confusing, but is useful if you need to know exactly what is going 
on. 
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I could go on about Locoscript for some time. It's a powerful 
program with all the standard word processing features, is fast in 
operation, easy to use. and will always let you know what's hap- 
pening on-screen unless you tell it not to The best things about it 
a re the way i t is dovetailed wi th the ha rd wa re so that . for example t 
you can control the printer directly while editing a document and 
can make full use of ihe extended keyboard - cutting a parag raph 
for example, can be done with three rapid keypresses . And, of 
cou rse . you get a big screen to work wi th . Th e 90 columns re ally do 
he lp . and if you want to extend the document width thedispla y wil I 
pan accordingly. 

The only noticeable omissions are of a word count facility and 
the lack of any form of document merging. For example, it would 
appear that you can't set up a standard letter and import data from 
other files to mailshot different customers. Am s trad. say H how- 
ever, that the latter deficiency will be rectified in due course. I do 
have one word of warning to add. This review was written on a 
PCW 8256. and while preparing it for printing the machine con- 
tnved [ocoiTUp! irretr te vab I y over 500 words of i ex l This feature 
was not mentioned in the manual and its recurrence later (on a 
much smaller scale) leads me to believe that the software is not 
]Q0% de-bugged, The problem appears to arise if you inadvert- 
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ently press the EXIT key while i he program is updating the display 
01 spooling to the printer 
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The Printer 

Enough of LocoschpL Lei's take a look at the printer. This is 
actually a Seikosha and offers a number of different combinations 
of typeface while being reasonably quiet in operation. It operates 
in i wo mode s . letter and draft qua I ity , and in the for me r it p r oduces 
an attract ive result. Unfortunately this mode is extremely slow, 
taking over two minutes :o type an A4 letter and the primer is by no 
means robust If you use high-quality cartridge continuous station- 
ery , you may even find that the stiffness of the paper forces it out of 
the gusdes not very reassuring The printer comes with a tractor- 
fed unit which clips on to the top for continuous paper or can be 
used for A4 single sheeis and smaller The printer will also print 
graphics, but you 11 have lo resort to machine code to get the most 
out of it Again, the attractive feature of the unit is the way it is 
designed to mesh with the software - all its functions are controlled 
via menus from Locoschpr or direct from Basic. This means that 
you can really get the besi out of it without having to resort 10 
endless control codes while printing documents, 

CP/M 

CP/M on the 8256 is a mo r e up-to-date ve rsion than that orig in- 
al I y suppl led with t he Ama trad d isc d rives. I ( s f r iendlier „ easie r to 
use, and has more features The real advantage here, however, is 
the 6 IK area for programs - almost twice what you get on a 464. 
Couple that with the 90 column screen and you can run some 
attractive spreadsheet packages, or whatever takes your fancy. 

One particularly unusual addition to the package is Digital 
Research's GSX graphics extension. This is basically a low-level 
system that a number of commercial packages are designed lo 
work wj th in the product ion of g r a ph i c d is pla y s e . q ba r cha rts etc . 
Don't get too ex cried by it - it's not an environment like GEM - and 
you d u 0 od to be a compe i en [ p r 0 rj r ammer t o get anything out o f it . 
If, however, you* re going to be using software that can drive it, it 
could be a useful addition . 

LOGO 

Et seems a little odd to implement LOGO on a machine ostens- 
I ibly designed for she small business', but you get it anyway. It's 
pretty similar in scope to the LOGO supplied with the other 
Amstrad machines though of course there are no colours to play 
around with. However, the larger screen enables you to draw 
even larger pictures than before. LOGO does not, however, seem 
very happy with the extended keyboard and hitting the wrong 
keys can produce some interesting hieroglyphics that don'* go 
down very well in your procedures. 

LOGO on the PCW isn't very well documented, which isa pity 
because its a powerful and interesting language In common with 
the versions on other Amstrad machines it's rather slow, but it H s 
nice to have it all the same 

BASIC 

The BASIC s upplied wit h the mach ine is Malla rd BASIC , a d isc* 
based version designed to be run from and in conjunction with 
CP/M. As such ii has a number of powerful file -handling com- 
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mands , but don't expect any flashy graphics or sound commands - 
[here aren't any. However, you do get the old IF THEN ELSEs. 
WHILE WENDS, and so on Machine code programmers can use 
USE to return to values as well as CALL Since all software is booted 
from disc, however, there is no firmware to CALL and the docu- 
mentation is quite high-level. This is not a great machine for hac- 
king on. but if you feel like writing a database or something like 
thai then from the programming point of view perhaps its what 
you deserve! 

One implication of LOGO'S graphics is that there is a bit- 
mapped screen of some form, but there are certamly no BASIC 
commands to manipulate it - not even a PLOT command. Such 
commands were unlikely to be standard in the original version of 
Mallard BASIC and there seems little reason for extending the 
language, bearing in mind the intended market 
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Mallard BASIC commands 

Some of ihe commands you won t find tn Locomoiive BASIC but 
which are provided by Mallard BASIC are listed below. 

Filing functions: ADDKEY, ADD REG, BUFFERS, CLOSE (fol- 
lowed by a list of file references). CONSOLIDATE, CREATE, 
DISPLAY. FETCHKEYS {fetches a key value from file), 
FETCHRANK, FETCHREC, FIELD (defines a template for files), 
FILES, GET. (a record from a random or keyed data file), KILL, 
LOC(gei location in a file). LOCK, L0F(get long l h of file) , SEEKEY 
{set a position within a file), SEENEXT, SEEKPREV, SEERANK, 
SEEKREC, SEEKSET. TYPE. 

Other interesting titbits include a CHAIN MERGE facility 
which in conjunction with the COMMON command enables one 
BASIC program to MERGE and RUN another while passing on 
variables. This is a potentially very powerful command particular- 
ly suited to disc systems which can rapidly load programs in and 
out of memory. Another oddity is STRIPS, which sets the eighth bit 
of any character code to zero, convening codes from 128-255 toO- 
127. 

So, if you won't miss windowing, graphics and soound, Mal- 
lard BASIC can offer some po we rful fea tures • 



Should I rush out and buy 

one? 



If you were considering buying 
an Amstrad 6 1 28 or Commodore 
] 28 as a means of gelling a cheap 
business CP/M computer or 
word-processor, then the PCW 
B2S6 is undoubtedly a better buy. 
You get a reasonable monitor, 
some potentially excellent soft- 
ware and - to all intents and pur- 
poses - a free printer. At around 
£450 this has to be a bargain Tor a 
256K CP/M Plus machine. In ad- 
dition an expansion interface is 
promised soon for around £70 
giving sianda f d se rial and pa rat- 
le) porta for communicating with 
other devices. 



However, if you do plan IQ 
get a PCW, you should bear in 
mind the following: the printer is 
totally machine dependent and 
cannot therefore be wired up lo 
anything else unleas you're ex- 
tremely clever, the word pro- 
cessing software does not appear 
to bo 100% reliable in its early 
versions, and you will never be 
able lo play noisy, colourful 
games on it, PCW owners may 
get a bargain, but they're going 
to feel pretty green every time 
they flip through ihe pages of 
Amairad Action and sec what 
they're missing- 





Other new title -wizard's lair for 
Commodore 64, Amstrad and Spectrum 

bubble bus software 

87 High Strwt h Tbnbrtdg*, Kent TN9 1 RX 
Telephone : 0732 355962 Tele*: 951 51 



SJB DISKS UMiTEDs 



FOft THE AMSTRAD 



1 0 Top Quality CF2 3" Microdisks with 
FULL LIFETIME WARRANTY 

ONLY £39+95 Inc. 

Me* IncJiMh* of VJh.T. 

Delivery FREE throughout the U.K. 
Export Orders and Bulk Order Enquiries Welcome 



Pie J.** Send Ch«quc»'Pof.l4l Orders 10 

(Oept A A ) ilSt 

1 1 Oundle Drive, Nottinsham, NG9 1BN ^7 

Telephone (0602) 7812310 ^ 
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20 Key, Multifunction 
Calculator Watch 



Amstrad cpc 464 
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Normal 1 2 and 24 
hour rjme mods 
Calender mode 
Calculator mode 
Alarm mode 
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CASSETTE bO IS A VAIL ABLE ON 
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Approaching fast... 

BRAIN -BLOWING GRAPH ICS.. .MEGA-BLASTING POWER... FAST-ACT ION PLAYABILITY... 
'HIGHWAY ENCOUNTER 1 ... A TOTALLY NEW DIRECTION FROM VORTEX. 

ONCE YOU'RE ON IT.. .THERE'S NO TURNING BACK. 



HIGHWAY ENCOUNTER FOR THE AMSTRADCPC 4 64/6 64/6128-C8.95* 
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THE ALL-ACTION 

REVIEWING SYSTEM 







For our second iaeue we've decided to group together all our 
game reviews into one great and glorious section. This is it, folks, 
the place to took for everything you eve r wanted to know about all 
the latest software. As a quick Dick through will reveal, the stan- 
dard of games on the Amstrad isgetting hotter by the week. They 
need a reviewing system of similar quality, and that's what we've 
tried to come up with. 

The easy way to do reviews is just bung someone a tape, ask 
them to dash off a couple hundred words about it and print it 
together with hi cassette cover or screen photograph. We think 
you deserve more. Oux reviewing system ha* the following 
advantages. 




1. EXPERT GAMEPLAY. No game gets written up until it's had a 
long and rhoiough toss Take software editor Bob Wade Despite 
his tender years (noi to mention sore trigger finger), he's pretty 
deadly with a joystick <md happens to have played virtually every 
Amstrad game ever released As they say down these parts B W 
teaches the parts other reviewers can't touch, 

2. EXTRA OPINIONS. It's always dangerous to rely on just on 
reviewer tastes vary enormously . So all the games we reviewg 
looked at by at least two people, many of them by three. Not only 
does this mean you can read an additional view under the "Second 
opinion heading, ft also means that ourratings are more reliable, 
because they're arrived at by a process of debate among those 
concerned 

Incidentally we re now extending this principle even further 
by seeking out YOUR opinions and ratings on new games Read 
i h e Ed 1 mes page for de tai Is of a scheme which w i LI turn our rev ie w 
pages into a living forum of Amstrad owners 

3« LABELLED SCREEN SHOTS. It's obviously important to prim 
screen-shots > but often they can be hard to make sense of. Label- 
ling the different elements can make all the difference (even 
though the art department kick up an incredible fuss aboui the 
extra work oh they do.) 

4. CLEAR SUMMARIES. Ever read a review where you ended u; 
pretty unsure of the reviewer's overall opinion? To make our ow: 
views absolutely clear we include a concise summary of the 
under ihe Good news/Sad news headings. 

& RATINGS BOXES. We rate our games using percentage 
extra flexibility and precision And with so many games to 
through , it 's a help to be able to see at a glance which are good an 
which aren't. Our ratings boxes do this - just look out for 
featuring long bars with dark tips! 

So there it is. a state -of-the^ari reviewing system specially desig 
ned for state-of-the-art Amstrad software - beware of dated, in- 
ferior models! 



Page a 
of sensational 




AA Ratings - how they work — AA Ratings 



We've come up with five differ- 
ent headings which, we reckon, 
cover all that's important about a 
game The most important is the 
final one which represents our 
overall assessment of it Games 
which score 80% or higher earn 
the much soughi after label of AA 
RAVE, whi!e the highest rated 
game in any month becomes our 
MASTERGAME - we go through 
agonies before selecting that 
one. 

The ratings categories are 
meant to be fairly self- 
explanatory; but that wasn't why 
we didn't print anything about 
them last issue - we just ran out of 
space! So here are the missing 
explanations. Hopefully you'll 
agree our categories make a re- 
freshing change from the usual. 
GRAPHICS is the first category. 



Basically, this means er what the 
game looks Like; colour, definition, 
animation, imagination It's safe \o 
say thai monochrome Noughts and 
Crosses will score fairly low. 
SONICS next Sweet music horri- 
ble noise, silence, all will be rated 
on quality and quantity. This rating 
involves the use of ears. 
GRAB FACTOR We think you'll 
like this one Does the game teaUy 
GRAB ypu? Are you hooked? Will 
you miss an episode of The 
Archers to play it? High Grab 
Factor means that the whole office 
abandons work, Bob Wade who- 
ops with delight and even the 
publisher looks mildly pleased 
100% means the game is more 
addictive than cider 
STAYING POWER You may have 
got the habit but how long are you 
going to keep it? Staying Power 



tells you bow often you re likely to 
return to a game That depends on 
such matters as the number of 
scieens and levels, the variety of 
the task the degree of long-term 
challenge An addictive game with 
only a couple of screens to it will 
get a high Grab Factor and low 
Staying Power, one with a 1000- 
screen playing area but lacking in 
playabthty would be the other way 
round 

AA RATING Noihing to do with 
cars This is the result of a very 
hard sum involving all the other 
ratings, plus factors like price, 
quality of packaging and instruc- 
tions, reliability and any other re- 
levant factors we can think oi You 
won t go for wrong wilh any game 
over 80%. 

read Action Tes i AMSTRAD 



WIZARD'S LAIR 

Bubble Bus. t& 59 cass. joystick os keys 



This intriguing exploration game sets you the 
task of finding four pieces of a golden lion in a 
massive underground cave complex. The 
complex is made up of rooms and passages 
packed with dangers and objects . 

Each room is viewed from above with 
four wills sloping down. In Ihe walls are 
doorways which swing open and closed. 
There are also oiher features on the room 
floors like pools, rivers, snakes, wells and 
tiger rugs. These don' t do anything but can 
get m your way when trying to get through a 
room fast. 



Cryptic Object Guide 

Wungi: ael like Karma*. 

Croufli: don't walk on walor but walk on 

r ..ihhhh2 

Rmgv not engAgi-mant but they U carry you 
over a threshold 

DiAmondi: ikk^s rwgt, orjy different, 
Magic Lrfti know Ihosovon or out you go. 
Skull*: nocroubono* but worse lh*n pirates. 
Wardrob*: yo yo furuon. 



DRAG ONTORC 

Hfvvson ConsuM-ims. 11 95. joystick ci keys 



Like Dun Darach this has been called an 
adventure movie because it combines the 
puzzling of adventures with sophisticated 
animation and lots of locations. Its 
predecessor Avalon hasn't been convened 
for the Amsfrad but this is an impressive 
opener for Ma roc The Mage in hi s fight to get 
ihe five crowns of Britain. Along the way he 
faces constant danger , not least f r om his arch - 
enemy Morag the Shapeshifter 

The game is composed of many locations 
which vary from forests to vaults but all take 
the aame basic formal. This is a 3D 
perspective with you viewing through one 
' wall' and two others tapering to j oin a third at 
the back. In these three sections appear the 
exits to other screens in the form of doors or 
forest tracks, Ms roc never actually moves 
but you control a projection of him (perhaps 
that's why it flickers) with which all the tasks 
have to be completed. 



SECOND OPINION 

there's such a strong adventure element in 
this game that those m search of more rapid 
gratification could find themselves asking 
questions like What on earth am I supposed 
to do?' followed by And how am I supposed 
to do it?' But lis worth perservenng The 
graphics, despite that flicker, Iftf very 
imaginative, the puzzles are intriguing and 
the whote thing wilt keep you going through 
many a long winter night 

PC 



There are seven levels and several 
different room settings like jungles, rocky 
caves and mansion rooms. There are various 
methods of getting between rooms and 
levels, which may be concealed, There are 
wardrobes and magic lifts to gel between 
levels as well as trapdoors to descend them 
and ladders that connect to doors. These 
connections have to be discovered by trial 
and error and as well as these there are 
hidden doorways that may be in pieces of 
furniture or scenery and only identifiable 
when a creature pops out of one, 

There are lots of different creatures that 
whizz around the rooms - contact with them 
will sap your energy or kill you outright. 
Sword-carrying knights and axe-wielding 
executioners kill on contact but like all 
ere am res can be dispatched with the 
weapons found lying around . You throw axes 
that bounce around the screen, the only 
problem being that you ha ve a limited supply 
andean run out. leaving you helpless. 

Energy can be replaced by picking up 
food and drink that appears in the shape of 
apples, pineapples, milkshakes and so on 
Other objects have other effects like opening 



doors, giving you immunity, extra Uvea or 
killing you. There are lots of them including 
keys. gold, armour, wings crosses, rings, 
diamonds and spells. Spells only operate if 
you 4 re carrying gold but give you the chance 
to obtain bonus keys, rings, diamonds, 
energy or weapons 



SECOND OPINION 

Despite repeated efforts I didn 't manage to 
complete more than 10% of the game. It'abig, 
and not a t all easy. There '$ a good variety of 
opponents, Ithough I found the constant 
assault a Jiitte wearisome. And those 
executioners are mean. 

PC 



The objects all have a specific purpose 
which you have to discover And who am I to 
spoil your fun? Suffice to say that some 
objects' purposes are obvious and opening 
doors is a function of several objects . 





You can only travel around using a move 
spell which causes you to hover just off (he 
ground giving you control in all directions 
You can now get from place to place by 



moving into 1 a pathway or bumping a door 
open and then passing through It 

On your travels you encounter many 
strange beasts and lots of objects. All of the 
characters are supposed to have 'sensory 
animation' but this merely means that they 
react differently to you depending on what 
you do to them. The first things you'll 
encounter are elves and wisps , the former 
being timid but prepared to trade and the 
latter being much more hostile. 



Many of the inhabitants and static objects 
will drain Maroc's energy, which is 
represented by a flame in the status screen at 
the bottom of the screen This screen also 
displays the spells that you can pick up and 
use These are on a vertically scrolling menu 
and every time you gain a new magic power 
the spell appears on the list. To inform you of 
your acquisition the eyes of a demon at the 
top of the screen flash, Be careful though, 
since some spells can only be used a limited 
number of rimes 
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exploration aa you charge around 
searching for ob ject* and blasting be 



BW 



6 0 0 



i E W S 



UwtWi 



2U icreeiu to explore , 
Stacki of objects and cMituti 
Brain work required for torn* objects* 
Nice featuw like lift*, trap door* and 
■pell** 

Very coloufol and detailed tcnrnn* 
and objects. 



W 



Voyrow 



The room graphics and characters are 
bright with reasonable sound effects The 
game itaeif becomes one of frantic 



*4*odly knight 



It's possible to get trapped with no exit. 
Hot easf to spot s deadly talg ht or 
oxpcuHon«r among** other creatures. 



GRAPHICS 



SONICS 



GRAB FACTOR 
STAVING POWtR 



A A RATING 



G8V< 
B3V. 

82*/, 



it/- 



S^ 



Objects can be picked up and activated 
by using Ma roc or his faithful spirit-like 
servant. Maroc just has to pass over 
something (O pick i t up and if it s a spell he can 
then activate if Non-magical Hems need lobe 
used by the servant who can take things out of 
Maroc a backpack and use, drop or swap 
them 

If you have loo many run-ins with the 
nasties and exhaust your energy you're 
resumed to (he star ting position (or the 
entrance to an area if you've completed the 
first section) with all your possessions 
dropped where you died Energy can be 
replenished either with a spell or by using 
the mystical leylines These are pathways 
thai Maroc has to fly down PcIePosmon-^iyl^ 
meeting energy-providing or energy- 
sapping objects on the way. 

Once you ve got the hang of getting 
around you can start investigating the many 
problems that have to be solved There are 
over 250 locations and most contain 
something of .merest You're bound to have 
difficul ties cracking sections of the game but 
the ms! ructions con tainsome handy hints and 
the general style of solutions soon becomes 
familiar 

!n Wispwood. your starting location, the 
mam aim is to find the Ley rod which is 
concealed be tow m the vaults of Locris With 
this you can reveal leycubes at stone circles 



The Spell Scroll 

H8r«ilhe]UtoJtlilIoroPl»pell»«Wchcan 
bo u.ed. Moil you will lust have <o locate 
mud pick up belor* !hey MWP 
available. 

ME: lor general movement and ieyUnei. 
SERVANT: pick up and ua* object* awl 
open qi close door* . 
BANE: kill! witP»- and 
Remember to turn it ofl quickly. 
WALL; Protects you again* **es and imp 

missile*. 
UNDO; remove! magical curses. 
MISSILE: kiUa moil creature* except 
werewolves and imp*. 
ENERGISE: replerushea your ener gy. 
DETECT; reveal* invisible goblui* in 
Morag'* citadel. 

UNSEEN; makes you invisible to Homing 
missiles and people - not animals. 
MtNDKEY; Open* doors and releases 

UGH?: useful inbUck ordarkblue room* 
nid when blinded 

SLOW; slow* magic, animals and people 
and should be .aved lor dangerou. 
occasion*. . „ 

WAMUOR: tOlls lho*» nasty werewolves 

and imp*. . 
HEtURN:t*ke«youtoHalgof « tomb- use 
very sparingly since there isn't much. 
LEtfftOD: reveals leycufc** aeylme*)*nd 
qotsyou out ol door less room. 
tOCATE: find* hidden che*( »« 

sanctuary* * 
DEMON: uie only again*! demonheaei m 
HeUamouthoritkaiiyou. 
MANTLE; protecii you agatnit many 
dangors-iemenkberiommitoB 
HEAL; heal* hmaictpe like bltodnew 
and lameness- 



and travel to several other areas. Early on it is 
worth searching everything with the servant 
since he can trade with elves, recover a gem 
from the pool and move stone slabs with 
Merlynsseal 

All problems work in a sort of 
progression to that youll need one object to 
get another and so on These will eventually 
lead to the crowns and Merlyn One general 
tip is to be logical - i.e. keys open chests and 
doors, runes and symbols may Tit into or onto 
things, and containers, tike the chalice, are 
for carrying and depositing things 

BW 



W 



► Over 2S4 atmospheric location*, 

► Impressive 3D effect u yon move 
around. 

*- Many complicated tasks to complete, 
P- Lots of other character* to interact 
with. 

* Plenty of Imagination in the problem*, 
acanuln and apella. 

► Very rewarding when yon crack a 
problem- a real ad*entm». 



I 



W 



* Graphf ci can be quite flicker? . 

*- Na ga tin g thro ug h d do rw a y ■ can get 
frustrating. 

* No quick reward* -you'll have to 
really work at It 



GRAPHICS 



SONICS 

CRAB FACTOR 
STAYING FOWtR 
A A RATING 



MM 
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HiSoft C i* o™ of the most important products vol released for the 
AMSTRAD computers; this compiler for the popular and effective 
C programming language is a nigh specification yet easy-to-use 
product featuring: 

• fast compilation end program execution 

• a built-in editor using the copy cursor just as BASIC 

• a conversion guide making available in C alJ the functions 
familiar to a BASIC programmer 

• a unique "direct-mode" allowing you to test out programs 
exactly Like BASIC 

• friendly English error messages and hints on how to find bugs 

• a targe and comprehensive manual with numerous easy worked 
examples of C and a complete guide to the language 

• full support of the Amstrad system, graphics, sound, disc eta 

All these features have been carefully designed and implemented 

10 make it easy for the newcomer to leara and use Hi Soft C as 
well as providing the power and flexibility that professional 
programmers need 

IfiSell C ii v*fy fas! in opera Lien and products fait m ten in* oodft U Jtf OUlpUl. 
Compilation ii ■ on* flep op* rail Ion- ihene li no ilow aaM-rnbly put, and no gLir*-s'&^ 
link paii [linkage is dor-* at wjpce Jpvd) Thai *l*0 rnwAi Lis v*fy easy 1d uh and your 
flint If productively ipeni. 

STAND A LOS K PROGRAMS 

Once a prog ram it workini, you can make a iHnd-atone v anion inal loadi and rum juil 
Ukr any nlhrf program 

You cin dLtmbult or wll your toft* a re without any royal He* 

POWERFUL FA Mil LfA R EDITOR 

Trie powerful editor will bo familiar Eo ill Amitrad uters, 

11 hai all lite iiiu.il editing kcyi including ihe cmy turtflf- *i mcI] a* find and lubftitula 
ke/yi lhal let you n» whal if happening, And of court* you can keep your programi on 
dlKortipe, 

Vo-j can alto prepare your pTnarams wilh another cdilor. like uu r full-ftCrefn dllc-bated 

EDM 

UNIX STANDARDS 

The experienced C projnmmer will be ihankfful mal HlSofi CLia jtandard epmpilaf, 
idhehng clowly to LfNlA and Ihe Kernighan & Ritchie definilion, with the ftfccepUon of 
Moatl. 

HtOKKSSEON A L M A N L'AL 

To make effective me of jwur lime and io proud? ihe knowledge ihat you want ne*df a 
pfufitfiLonllly produced manual. 

lliSoh C comet with a lubflanllal I W pajjs manual in a quality ring binder 

The manual contain* a lull guide to C *o ihere if no necoiiily lor e leparale I phi book 

STA MM Rt J Ft I INCHON Ll B R A HI VS 

Over one hundred and [wenly function-tare fupplied a» itandard- 

The function libraries add pricrrruHJsly to tho power of C, including iuch lh tragi *i Hit 
corllng. formal Eed input and oulput r and ilrlns hand ling. 

Seveniy standard UMX functions if* provided, compatible wjih C comp^eri on oiher 
compu I era averywhom 

GRAPH ECS AND SOUND 

No tc*» than fifty functions mike maximum use of ihe Amitrads capabkKll-es: with 
ipecial emphaiii on r"h i* $:*phLri and sound 

lit alio possible to lave ana toad screens, lo feprogrmm function key a and uh ihi multi- 
tasking evenlt 

Prices: £S4 + 95 [tope]. £39.99 (disc) 

These are UK Inclusive prices; overseas customers please write 
for export prices, 
HiSoft: 1M High Street North. Dunstable* LUG I AT 
Tel- (0562) 69S4Z1 



MASTER OF THE LAMPS 

Achvision, fS 99. joystick of keys 



Fairy stories usually talk about releasing 
genies from bonles but here you've got to 
bung a few back in their lam ps The action is a 
cross between a 3D flying-carpei version of 
PolePositk?n*T\<A the music and col ours game 
Simon 

There are two types of quesi and a 
practice mode. The quests are both 
composed of alternate sequencer of flying 
your carpel through tunnels and then battling 
a genie in a tesi of memory , speed and ears. 
The practice mode allows you to fly any one 
of the 2) tunnels aboard your magical carpet 




collect the se ve n pi ecea of one lam p whereas 
in the latter you have to get three lamps and 
fly alt 21 tunnels. In the seven trials once you 
have succesfully completed a tunnel you 



SECOND OPINION 

This is a gzme with a lot of charm and musical 
appeal even if some of the notes do .seem to 
havesneaked into the wrong tunesThe flying 
sequences start off feiriy easily, but soon get 
hairy enough to induce a feeling of flying 
carpet sickness There's enough of the 
mystery of the orient to make it well worth a 
took. 

PC 




The throne que si is spin into thiee 
sections of seven in which you take on three 
different gentes. Everything is as for the 
seven trials except that when you tfet to the 
gong stage each of the three genres behaves 
ditferemly. The first genie gives both the 
colour and tone of the notes he releases but 
the colour disappears as soon as the notes 
have all been released The second genie 
doesn't sound the notes so you can't be 
f guided by ear but have to memorise all the 
notes" colours which again disappear very 
fast. The third genie is thp toughest of the lot 
since he gives no colours at all - you hive to 
pick out i he notes purely by ear, 

If you succeed in* the throne quern you 
a re placed on a th rone and rewarded with the 
Master of th& Lamps music itself, All of the 
tunnels are tough but a dahght to watch and 
the gong stages in the throne quest will 
stretch your n ^mory and ears to the limit 

BW 



GOOD 



H E ft 5 



The tunnels are comprised of diamono 
shapes which you have to fly through to avoid 
being knocked off your carpet. The early 
tunnels are fairly easy just bending up and 
down or left and right, but later on they zig- 
zag and twist all over the place making your 
job extremely sough Each tunnel is 
accompanied by a great little tune that bops 
away as you fly, Combined with the cute little 
tilting carpet and movement effect it makes a 

" very slick stage. 

The quests are the seven trials and the 

throne quest. In the former you only have to 



appear on a screen with eight coloured 
gongs. You're now off your carpet and can 
walk around hitting gongs. Kitting one gong 
three times in a row summons a geme who 
releases several coloured notes into the air. 

Once he has finished the notes will 
descend towards you one by one and you 
have to hit the right coloured gong to make 
ihem disappear. On each sucoesftil journey 
to the geme there <ire more notes lo deal with 
until you've made seven trips If you fall off 
the ca i pet or get caught by a note then you 
return to the beginning of the stage. You can 
have as many goes at a stage as you like bur 
will always start at the flying carpet stage. 



Terrific 3D dying eurpet seqii* n e* ■ . 

* The accompanying mule Is great. 
► G £>n g sequence 1* V«f testing * 

* The best flying cupef simulation on 
the market 



BAD 



E W S 



► There are only two sections, 

► Flying through hum sis aad buldaf 
gong* may g*t ulatertsttog. 
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BRIAN JACK'S 

SUPERSTAR 

CHALLENGE 

Mittlecli, f 7.95cas3 r joystick or keys 



Anything Daley Thompson c,:i:l do you can 
bet Br i an Jacks w ill want to I ry as well so here 
is another joystick-busiing, wrist-snapping, 
hand-cramping bout of athleticism. Eight 
events have been taken from the TV series 
Superstars and converted into computer 
events where you have to compete with old BJ 
himself, 

There are four events on each side of the 
tape and you have to Load them separately, 
mak mg two d i f fe rem g ames . One side has the 
IOQ metres, archery, cycling and football' 
while the otter has €6 metre swimming, squat 
thrusts, canoeing and aim dips. In each event 
you compete against Brian with the screen 
showing both men and their prog ress. 

The 100 metres and canoeing are the 
Inost straightforward events since all you 
have to do is waggle that joystick or hammer 
those keys as fast as you can. For these even tc 
you are, given a power gauge on the right of 
the screen which shows you how much 
you're putting into it . If you can keep up three 



quarters of full power you're doing well The 
only other thing to watch out for is th e ropes m 
canoeing - they'll slow you down if you bump 
into them The swimming and cycling a re also 
mostly a matter of hard waggling but have a 




A very Frfed pSayer 

couple of minor com plications. In the 
swimming you have to take a breath every so 
often and until you do your power is greatly 
reduced )f. however , you take a breath when 
you don't need one this also slows you down. 
In the cycling your bike has five gears and 
you have to work through these to get full 
speed. The problem is that if you tire and 



slow down towards the end of the race you 
drop back through she gears 

In the 100m and cycling you're given a 
side view of the racers, in the swimming and 
canoeing us an overhead view but for the 
squat thrusts and arm dips you switch to a 
gym. The squat thrusts are where you lie in a 
press-up position and then move your feel 
forward and back between two points 
behind you This is done by hammering on 
alternate keys or joystick movement in the 
required direction. You've got 60 seconds io 
do as many as you can. The arm dips are a 
similar test but you merely have lo press a 
button to change direction once you have 
dipped down or stretched upwards. 

T he a i die r y a rid f o o:b . i ! f ,i r e much m ore 
events of skill. For archery you have an 



SECOND OPINION 

ft '$ very annoying to have to change sides to 
g&t the other four events I'm not entirely sure 
it K s worth it - alt this wagglmg 's a bit old ha L 
Only the archery really grabbed me. If 
you ve waggled through one event you ve 
waggled the loh 
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overhead view of yourself and a target. The 
target moves right to left; ie descends the 
screen- You have to set (he elevation of your 
crossbow and time the bolt s release, taking 
into consideration the wind speed and 
direction that is set at ihe start of the event. In 
the football you are given a 3D vie w of a goal 
ahead of you and have to dribble through 
four cones to gel to U Then you have to try to 
score against the computer goalie. 

For each set of four events you start on 
The easiest level and if you can beat Brian on 
points across all four you move to a higher 
level where Brian is even tougher. The 
graphics are good for each event although 
there isn't much in ihe way of sound effects It 
provides a different range of events to those 
in DTs Decathlon but they're not as slickly 
done or as addictive. 

BW 
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► Eight exhausting events. 

► C&odgtaphJta through out. 

► A tough opponent who gets tougher, 
t- Good for exercising the urn, 




fc- Changing directions for the dtps Is 
Ld credibly fruitratlng. 
* I co til dn 1 1 find a way to score a goal In 
football and there's no help in the 
initructonj. 
► No two-player option. 
P- Tom can only load four events at a tim o . 
You can't practice events singly , 
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Pinball has always been a popular game for 
converting to micros although most pinball 
wizards would rather have the real thing. 
Computer versions have often suffer ed from 
unrealistic ball movement or bad table 
design but this offering horn Prance has no 
such problems. 

The game comes with its own designed 
screen and a score table on the left . This has a 
scantily clad lady on it (or a naked one if you 
buy the naughty version mail order) and 
score counters for four players. There are 
also bonus lights for extra balls and specials 
The initial screen has stacks of features 
on it with three pairs of flippers (one pair on 
the upper half of the screen) and the launcher 
on the right. You have left and right Hipper 
controls as well as left and right jolt controls 
for when the ball is headed straight off the 
table. Other features include the usual 
circular 'thumpers', elastic-aided blocks, 
spring- loaded holes and targets. The tar g e lb 
are your main method or scoring and when 
you knock them all down you get large 
bonuses depending on how many times you 
do it Up to four players can play and each one 
gets five balls with which to try to earn a high 
score. 

If you are of the starting layout you can 
modify it or create your own masterpiece 
The first things you can change are the 
parameters and values of the table features. 
You can determine the slope, elasticity, 
speed, tilt sensitivity (don't jolt too much), 
and stroboscope. The last of these makes the 
ball disappear at trtfervals so thai you are 
playing blind. You can also change the values 
of Ihe various scoring obstacles, the 
bouncing force and when the tonuses are 
given- 
After that you can change the actual 
layout of the table or create a completely new 
one You can put in or remove any of the 
standard features and alter their colours to 
suit your taste. Holes, Dippers, thumpers, 
lines- targeis, bumper* and a drwtng 
capability are all there. Once you've 
designed the table you can save it for later 
use or as an entry in PSS's competition 10 win a 
real pinball table. 

The ball nips around pretty fast and 
smooth with speedily reacting flippers The 
initial lay out is a good one with no traps but 
plenty of high scoring possibility if you've 
got the skill and flipper timing 

BW 



SECOND OPIHI OK 

Despite the lack of physical effort pinball 
can be an enjoyable game on a micro, PSS's 
French import ia certainly ihe teste v&itable 
on [he Aznstrad - the ball beha vesery 
realistically and. as long as you re not 
distracted by the picture ofFifi. you should 
get a decent game* 
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> Bxoallanl pinball aiiTwl aft em , 

s* Hail basement and table fitttTM mxm 
realistic. 

► Sown design futility adds lasting 



► Few player ooo*p*tttlona can be quite 
■gceUMf * 



i*En»witk 



design if a a on a 



Pinball may have a Umilad a f f aal 
► ThAn's *tway* that element of luck in 
the bounce. 
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Kumn Computers Ltd. 12, Hortcfhoc Ptrk, 
Purif bourne. Berk* RGB 7JW 

Please send full details &f Amstrmd CPC products: 

Name 



Address 



/ own an Amstr&d CPC..,. computer. 

Trade Enquiries Phone 07357-4335 



Voir available frmn larger branches cj/ 
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TRILOGY 



AN EPIC ACTION ADVENTURE SPANNING FIVE HUNDRED YEARS, 
FROM THE FIRST EARTH COLONIES AND CONTACT WITH THE . 
TERRIFYING ALIENS, THE SEPT, TO THE FINAL BATTLE ON THE 

SEPT'S IMPERIAL PLANET OF GATH 



FOR THE SPECTRUM 48K 
AND AMSTRAD CPC464 

PART ONE: MARSPORT - SEPT. 6*5 
RART TWO: FORNAX - JAN 86 
PART THREE: GATH - APRIL 86 



GARGOYLE GAMES LTD., 74 KING STREET. DUDLEY. WEST MIDLANDS DY2 8QB 
Telephone: (Sales* 0384 238777 (General) 0384 237222 

* 




AwailaWe for Commodore 64. Spectrum 48K and Speclrgm + Coming soon : Amstraa and WSX. 

Ili^iiiiiilfclll 
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FiR£6fRD SOFTWARE WELLINGTON HOUSE 
UPPER ST MARTIN SLANE LONDON WC2H MIL 





I 



The covenant is made up of 84 P 1 ^?! 
parchment which you ^» re^verTo^ 
Sua voualso have to collect the 64 species of 
Sr^animal life that will repopuiate 
vour barren planers surface 
yOU ^ are^pr^^y the la* of V^ace 
and appear as a chap in a space suit You get 
about by walking and jumping or by 
Skiing in your globe which floats about 
S p ace and is affected by gravity and 
merna hRe a wind-blown bubble. The que* 
Ses place in a 256 room cavern split up >n o 
Scnona of tour and separated by volcanic 

pM8 Each four-room secuon is arranged as a 
box with a creature in each room ^s 3 * 1 * °* 
differ ent for each area but they all haveto 
bVcauaht Alsoweaaboxareakey.achest 

^anle^euc Your first task 
to anaestheuc which allows Y^o opera e 
Sjratungunonthe creatures. Jta«nodY 
bTdone vJhen you are out of (he globe and 
walking around 

SECOND OPINION 

77» idea ofcontrolling an anaesthetising 
spacemanisaveryappealingoneandihe 
game is very weU executed -oven it (Here s 
an Wttmateish looted Graphics are 
unusually pretty and from the waythatsome 
of those creatures roil their eyesaround it 
locks as though they need a good strong 
Mickey Finn to keep them under control 




A art*. 



■■TV, 



Mint Like the anaesthetic* these areo 
ffwaysinmntly recognisable end you 11 
have to be out of thVgloba to use them 
have to o*. «rtin« though, since 

Beware of iroposteT P°wf^ n ° * h V__ 
these will dram your ^ e /?Y ' .J*! 
border turaablueyou won t last ^rtong 
Oncethelour creature* m a ae^non are 

captured you can collect .J^^-rrtjQh 

using the key and so open U P^"^ "~* 

,o fufther sections To get to 

oass ihroughavotamic passage in which me 

an?mohen rock are spat 

funnel sides You'll need to be to the giooe 

Bince you can't Jump up some of iheae xne 

j u.a >m iim v«rv energy -aapping 
lire and lava are aiso vm f ^ 7 lh( T. 
andyouUneedtohmeyourwaynfyuwinw 

care. 



The caves are all bedecked with 
vegetation *"-™*J«S^ 
rock and some very cute ammats wi mw 
• ti with vour globe, makes una screwy 

to it quite fast There a some A*** ° n ™ 
globe s movement but not so as to make It 
noticeably bad. 
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The problem is that the anaesthetic 
changesfordifferentamroals Theamy uungs 
don (appreciate that you are tryingto help 
them and attack you when umminned. The 
next drawback la that once they are stuimed 
you have to get back to the globe and pick 
themupbeforethey awake. 

You have an energy level wiucn is 
depleted by the creatures and bjjwjy 
around, both when walking and in theglobe 
This must not fall too low or you die and your 
only way to replace it is to find an energy 



Vert attract!™ acseeaa. 
pttitog elem*»» a* f e» Bad oat whlc* 

object doe* what 

Oood awade actloo «* yo« dgM to 

control T°or 1*°** ** d J U3n P lj »«- 

P^r^oo»» *** « create ■ 



je*t the titf *t degree of dUBcalty 



£ Spot the Object 



n»ott of (he ordinary eluu». 

I*£ emaiia, thin objecti which i» • bir of i 
J^-^Teeesa-i^^ptefc^nj; 

«n»r thing moving udund. 
^■^"^Pi^wof the CoveBambu,^., 



SUokt Qlckex oo globe movement 
SuVbe eaayto get ldUedfowiat»t 
taring lathe oely aaawet). 
Caeeemay become rattier i 
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A VIEW TO A KILL 

Bomarfc, £ 10-99 cass, joystick or keys 




Spin-offs and licensing deals are all the rage 
these days and Domark have enlisted 007 
himself to try to bring them sucess. The game 
is based on the most recent Bond blockbuster 
film and is in three distinct sect ions, each with 
a very d ifferent aim 

The game has been turned on its head in 
relation to the film since the three games are 
played in (he reverse order to which ihe 
events happen on celluloid. You start with the 
Silicon Valley mine (the film s finale), move 
onto ihe City Hall escape and finally end up a J 
the Paris chase. This has been done co 
provide more incentive In the scoring system 
and since you can practice the last two games 
without completing the first, isn't too 
important 

On loading you are given a choice of 
which of the three games to play, 
accompanied by the Duran Durjn theme 
music to the movie Once you've chosen it's 
another wait while the game loads. When 
games one and three are Loaded they play the 
Bond theme but game two has no sound at all . 
Each game has a short instruction page and 
two and three allow you to enter codes 
obtained from completing ihe previous 
game that allow you to score points 



SECOND OPINION 

/ was neither shaken nor stirred by this, 
None o f the thre& games struck me as 
terribly interesting. On the other hand they 
weren 't terribly uninteresting The graphics 
are pretty poor but som e of ih e gameplay 
demands a certain amount of brain work - 
but not enough :o tax a budding JB. 

PC 



The mine sequence sets you the task of 
finding a bomb and defusing it. It's composed 
of a large nick -screen area filled with falling 
boulders r holes m the floor and objects lymg 
around. You have to find the bomb and the 
pieces of a winch and then persuade the evil 
villain's female sidekick P Mary Day, to winch 
you down to the bomb There you will need 
the right tools to defuse it 

Bond can run and jump his way around 
without dying although being hit or falling a 
long way will reduce his time before the 
bomb goes off. There are lots of objects about 
like a grapnel gun. dynamite, parts of ±e 
winch and various code numbers. These can 
be picked up and used with the h duck shoot 
which allows you to scroll through the list of 
commands like search, drop, use r pick up, 
pause, get lift, winch down and winch up. 

Completion of the mine sequence gives 
you a code for the city ha is escape. Here 
fames has escaped from a lift but his 
companion is still trapped and there is a fire 
blazing m the building, You have to rescue 
Stacey and then get out of the building To do 
this you have to work your way through the 75 
rooms, opening doors . searching cupboards 
and collecting codes for the final escape from 
the building Each room is shown in 3D and 
Bond moves from room to room by running 




1 13 r f 



Coda fn*nb*r 



into an open doorway. You can also get 
between floors using ihe stairs on both sides 
of the building, A duck shoot' is once again 
used for selecting controls. 

The final game is more straightforward 
arcade stuff in which you have to pursue a 
parachutist who has leapt off the Eiffel tower 
You drive around the city streets trying to 
avoid the buildings, other cars and police 
The bottom half of the display is thestreetplan 
f rom above (easiest to use) while the top is a 
3D view of the road ahead (useless) You r car 
can accelerate forward or m reverse but if it 
takes too much damage or isn't at the 
parachutist's landing zone you lose There 
are several landing sites but it is difficult to 
tell which one the parachutist is heading for 
until quite late on. 

Individually the games are reasonable 
and as a whole they are good value but not 
outstanding in quality. The music is really 
very good and it's a pity it doesn't play 
throughout the games. 

BW 



C D 0 0 HEWS 

* Ttuee gtm« for just over the price of 
on*. 

► E xccllcnt pieces of till* muLc. 

► Challenging gun« th at irea'1 e amy to 
solve. 

► Nice plot tie-ups If you*vieen the film. 



► G rmphic* ud animation aren't that hot, 
^ Loading is a pain . 

* Game ideas o no and three art simple 
and unoriginal. 
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CODENAME MAT II 

Ocinaak. £8-95 joystick with keys or keys 



Codename Mai was an early best-seller on 
the Amstrad and th is is an enhanced version 
with several extra features and some 
improved graphics The action revolves 



around Mat as before, attempting to defend a 
planet s energy satellites against the My on 
hordes 

The satellites are in four rows of six* 
making a grid of 24 sites to defend wnh your 
single craft The screen is split into two 
sections, the top half showing your view out 
of the cockpit and the bottom half the 
instrument -status display. The view will only 
ever contain stars, the enemy, missiles and 
satellites and only needs to be watched 
during the heat of combat r 

The quadrant chart appears m the 
bottom left of the screen and shows the status 
of the satellites, your pc&iton and the number 
and position of the enemy. When the Myons 
are in the same quadrant as a satellite Lhey 
will gradually damage it until it is destroyed. 
You have to keep at least one of the rows 
complete in order to continue the game- 
White on the chart you can determine warp 
strength and direction (a compass heading) 
lo engage the Myons You can ihen warp, but 
before doing so should prepare for ha vie. 




Shields are the most essential thing and 
should be up whenever in battle or warping. 
To help you remember this you should also 
put the safety mechanism on which will shut 
down overheating weapons and prevent you 
warping without shields, The targeting 
computer should also be on since this 
provides an on-screen sight that tells you 
when the ene my a re wi thm range . 

Once in an enemy sector you need to put 
on the battle computer to tell you where the 
enemy are and how Uu jway, This will 
appear in the bottom left of she screen in 
place of the quadrant chart. This area is also 
used for the long range and short range scans 
which can be used as alternatives to the battle 
computer since they provide a 3D indication 
of where objects (Myons or satellites) are. 
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Once you"ve closed in on an enemy you 
have a choice of two weapons plasma or 
laser bolts, These slide m and out of the nose 
of your ship, visible from the cockpit Plasma 
are good for long range destruction while 
lasers are more effective close-in. The first 
wave of nasties are blue birds that flap across 
the view but like all the aliens explode into 
four brown chunks when hit. 



SECOND OPINION 

Deep-space games aren 'r usually myscene* 
but CNM2 had just enough alien termination ' 
to keep me at it. It's far from being a great 
game - some of the Myons bear a striking 
resemblance to the Galaxians of yore and the 
weapons seem a little antiquated -but There s 
enough to do to keep you busy for a few light 
years 

PC 



The waves at I take different 
characteristics with groups of one to five 
aliens in varying forms, one of which 
disconcertingly disappears for part of the 
time. Some waves don't shoot at you but take 
evasive action . Those that do shoot can cause 
damage to your systems and this is where a 
new dimension is brought into the game. 

When a system is damaged you have to 
put one of two droids to work on repairing it. 
This is a lengthy process and while being 
repaired the system is out of action There is 
another chance to repair things, though, at 
the end of each wave He re you can repair or 
move satellites to fill gaps in rows, or repair 
your ship faster than usual Bui this is only 
available for a limited number of turns. The 
end of the wave (or a life) is also where you 
are informed of how much the working 
satellites have boosted your score by, 

This is certainly an improvement on the 
original Ma?, with better combat graphics 
and more ship functions. There still isn't 
much out there in space but this war of 
attrition is pretty testing, 

BW 
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> Better graphic ■ in d feature a than the 
Original. 

► Com tut p Tenure from aliens and 
attending to ays terns. 

> D image report and droid* ar« idee 
ffttnrci. 

► Not * matter of one hit and you're dead 
but a real long-term battle to itay alive, 



D 
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3D graphic! still don't give much 
Impression of movement, 
* Even with varied aliens it's still the 
same action for each sector* 
► Keeping track of all the controls can be 
difficult, 
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JUGGERNAUT 

CRL, C 7.95 cass. joystick pi keys 



The task is to collect a load of goods in your 
HG V but it has to be done within the day and 
without crashing the lorry or running out of 
fuel You drive the thundering beast around 
the maze of city streets trying to find petrol 
stations, phone boxes and the depots 
containing the four goods you must collect. 

The streets a re viewed from above with 
your lorry consisting of an articulated cab 
and trailer, You can drive anywhere on the 
road but there are numerous obstacles if you 
stray off it and even driving on the grass will 
damage the lorry, which can be of varying 
sizes from a six to 15 ton container, The larger 
container allows you to carry more but is 
much harder to control. If you need time to 
get used to this there is a practice driving 
option. 

At the start of the day you are given a 
target for four goods - limber, coal, oil and 
fruit/veg. You have to collect the required 
tonnage of each and the profit youve made 
will be assessed- The goods are located in 
loading bays spread across the town. Some 
bays are harder to enter than others but to 
load or unload goods you only have to have 
part of the lorry in a dotted zone. 



Apa rt from the fou r goods bays there are 
four petrol stations and your home base The 
home base is where the goods have to be 
delivered and the petrol stations are where 
you can refuel and get damage to your truck 
repaired This of course cosis money so the 
less petrol you use and damage you do the 
better. 

When stationary you can examine a 
street plan of the lown which shows you your 
current position and that of your base . To see 
the depots and petrol stations you have to be 




Vovr toffy wlllhovt 
1 rouble flffH into 
rhli cckiI boy 

Getting in and out of most bays requires 
you to master reversing th£ lorry and this is 
extremely difficult with the pivot in the 
middle of it, There are two forward gears 
allowing you lo 1 ravel up to 40 mph but at thai 
speed the truck becomes very hard to 
control again and you can easily suffer from 
oversteer with such a lumbering monster 



SECOND OPINION 

No sweat-sta ined vest is required to play 
this game, although I did find that chewing a 
Yorkie helped my concentration Steering is 
very awkward, due to the articulation, but if 
you get on an open stretch and get your fool 
down there "s a feeling ofgrea t power -» 
especially when you deliberately plough 
through a load of buildings Driving a 
juggema ut is fun, but f doubt if many people 
will w$nt to stay on the road for a long time. 
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on a screen with a phone which allows you to 
pinpoint the depot on the map. 



ANDROID 2 

Voitci. f 7,95 cass, joystick or keys 



A game that commands you to 'rationalise the 
paradox zone' can t be all bad. Android 2 is 
nearly all good - fast p colourful, addictive and 
fea rsome » As the and r oid i n question i t's you r 
perilous duty to rid three areas of ihe 
repulsive Millitoids. It's a nasty job. hui 
someone's got to do it and it might as well be 
you. 

You begin in the 'maze of death 1 B where 
you land in your transporter capsule from 
who knows where. The maze is a puzzling 
complex of hedges* viewed in 3D. There are 
five Milliioids per zone, but the playing area 
is so large that they're not easy to find . What 
you do encounier immediately on leaving the 
capsule are the other evil creatures 
inhabiting the maze. 

To begin with* there are hordes of 
Bouncers. These are the Milliioids 1 minions, 
grotesque red figures with wobbling 
antennae and whirling arms. As the name 
suggests, they bounce They are 
indestructible and move in rigidly ordained 
patterns. Unfortunately they are also very 
numerous - avoiding action is not always 
easy to take . Contact is fatal . 

Mutants are fewer and. happily, can be 
killed with one blast from your trusty laser 
They're not easy lo hit since they corkscrew 
unpredictably around the maze. Again, 
contact is fatal . ■ 

As if Bouncers and Mutants weren i 
enough, there is the additional ha2ard of land 
mines exploding underfoot. They can be 
easily spotted, but are too many to be easily 
sidestepped, A mine, though, will not kill you 
outright, but merely sap your energy, 

And so we come to the Millitoids, the 
reason for your presence A Milliloid is a 
large, pulsating beast which slithers all over 
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The roads are made up of lots of 
straights, ninety degree bends and 
crossroads with the occasional roundabour 
or dead end thrown in. There are buildings, 
traffic lights, bollards and cones waiting if 
you stray off the road and these will register a 
crash and a lot of damage if you hit them . The 
damage is shown on a little gauge, as is your 
fuel level so you know when the game is 
about to be up. Si raying onto the grass also 
increases the damage but at a much slower 
rate. 

W ith p rdct tee y ou can master d r i ving th e 
lony to make quite a compulsive game as 
you race against lime. It plays off the need for 
great skill and concentration against the 
need to hurry and gel things done as fast as 
possible. A bit like certain aspects of real life. 
The graphics are fairly simple and there are 
just simp to screech dnd bang sounds^ but the 
gameplay is demanding and addictive 
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► A very demanding tamk. 

* Once the control li letiut it's Mtijfyfsg 
driving Axons d* 

fr- Good details included like gradual 
damage, gein, phone* ud reTenlng. 

► The depots mim randomly placed 
nuking ■ new game every time. 
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► Graphics and sound are simple. 

► Control can be difficult , sometime 1 
frustrating. 

► May not have a very long term appeal. 
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The eight codes for which you are 
searching take the form of small coloured 
cubes which you just have to pass over to pick 
up. They're located on five levels of ship and 
[o find them if a just a matter of exploration 
and memory since They never move* Once 
you r ve collected ihem all you have lo acti vate 
the self-destruct system which could have 
something to do with a button marked push" 
on level one (but that would be telling). 



PROJECT FUTURE 

Giemlifi Gm fih its fS.95 tsss, jtiyshek or keys 



Not very apily named this one, since the aim 
is :o self dest met a spaceship and there's not 
much future in ihat. However, to destroy the 
SS Future; as the ship is called K you have to 
find eight destruci codes hidden in a 
colou rful » 256 screen maze 

You enter the ship through a tunnel on 
your scooter . This is left behind you, (hough, 
and you appear in the ship on root, a cute little 
figure in a red spacesuit, You are armed with 
a laser ihat only shoots forward or at a small 
angle up or down. This is your means of 
defence against the hordes of death-dealing 
robots that inhabit the ship. 



SECOND OPINION 

If J 'ingoing to run around spaceships 
bio wing myself up I like to know why This 
program neglected to gi ve we any reason 
for being- where I wasnd consequently I kepi 
wondering why I was bothering. Graphics 
are certainly very pretty and colourful, but 
the Robotronic blasting soon becomes , 
tiresome. 
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The ship is made up of colourful 
corridors and rooms ihat are drawn in some 
intricate and attractive patterns Travel 
between them is of the flick-screen variety. 
Withtn these pretty surroundings appear the 
equally well-drawn but deadly robots. These 
come in a number of guises but all are 





SECOND OPINION 

Enjoyable pressure play in which youcan't 
afford to rake a breather The graphics are 
grea with good use of colours and 3D- On 
be frustrating if you get yourself trapped in 
a corner but the difficulty le vel seems to be 
about right. Gimme another arntroid to 
wreck, 
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> C ompnii It d action, 
► Excellent 3D grmphlci, 
t-Disfwtiaf opponent!. 



the place. It's rather like an overgrown 
caterpillar, but much more dangerous 
There s only one way to waste a MilUloid, and 
that's by shooting it m the head five times. 
First, though, you've got to find one and ihen 
stay out of trouble long enough to administer 
the necessary dose. If you succeed in 
exterminating five you have to make ii back 
to your capsule before your time limit runs 
out. 

This gives you aowas to the Paradox 
Zone, so called because each area looks the 
same and contains a capsule But which is the 



right one? I'm sure I don't know. Once more 
there are the Bouncers and Mutants. Once 
more there are five Millnosds to be done m 
before you can go off and Try to find the righr 
capsule. 

Android 2ha& only three zones of aci ion, bur 
there's more than enough going on in ihem 10 
satisfy hardened gamesters. The 3D view is 
very smartly achieved, but the scrolling 
could lose you lives - the screen moves when 
you get to the edge And there may juat be a 
Milhtoid waiting for you on the other side. 
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► P <? riio u a moiling^ 
►-Only three xonei. 
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instantly lethal if you touch them They 
materialise into a room as you move uito it 
and home in on yoa The robots always 
appear in the same place though and for a 
split second you can pass through them as 
they appear This means thai with fast 
movement and a happy trigger finger you 
can get past them, 

The codes aren't all you'll find on the 
ship though Guns can be picked up and for a 
while give you the ability to fire 
hyperbiasters which are bigger than your 
ordinary laser bolls and can produce rapid 
fire rather than single shot Another aid to 
your defence isihe blue spacesuit which will 
give you immunity from the robots for a 
period, killing iherti on contacl but for no 
points. 



BRIAN BLOOD AXE 

The Edge. CB.S5 cass, |0Y&1ick or keys 



This is the gpnie that features 'primary 
imbalance 1 , flickery graphics and a mad 
viking out to conquer Britain. Brian has to get 
the crown jewel* and sit on the throne with 
them - and that's about all you'll team from 
the instructions except for the control keys. 

The jewels and throne are somewhere 
among si the 12? screens Each screen is filled 
with platforms, pools, objects and deadly 
moving animate and machines. On most 
screens there are unniovtng objects which 
can be picked up and used, although you can 
only carry three at once Brian gets around 
by walking, jumping and fatting, although 
you can only fall a short distance without 
dying 



trior* 
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The creatures that inhabit the screens 
come in a weird variety Of shapes and sizes 
ranging from bishops to soldiers, runaway 
rhinos to the Loch Ness monster and 
Neptune . They all foUo w movement patterns , 
shuttling up and down or left and right, 
sometimes triggered by Brian s aciions. 
Contact with anything moving (sometimes 
static as well) wjlj injure Brian, losing, him 
energy. If he suffers too much he loses a life, 
leaving his helmet to fall to the ground and 
starting htm back where he entered the 
screen. 

The wildlife doesn't have it all its own 
way. though P since Brian can fight back. By 
standing underneath things and jumping up 
you can spike creatures with the prongs on 



There are also two atds lo movement, 
One is a scooter in which you can nip round 
the ship while t he othe r is the telepo ri system . 
This is shown by a square containing 
crackling electricity and depending on 
which side of it you enter will take you to one 
of the other decks of the ship. There are five 
decks but whether you need to visit them all is 
for you to find out. 

Once you've got all of the codes and 
activated the self-destruct you've got to get 
out fast before the end of the Future. It's all 
very frantic and reminiscent of games 3 ike 
Berzerkbm in a much nicer graphic setting It 
should lake some while to crack but doesn't 
present much of a men la 1 challenge. 
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VtiY bright, colourful stmro- 

► Demanding action against a constant on$taught 
of ratals. 

► Z 56 scrtint and a tts! i ng gama -cha I lingi . 
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►■Just exploration ud no real puzzling, 
P- Blasted one robot - b taste d them alL 
► Instructions Are unncc esarily ipuie. 
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Brian's helmet, killing thorn These can also 
be used to stick him into ceilings, although 
the y work loose alto r a while dropping you to 
the ground Creatures can a bo be used as 
stepping stones aUowingjrou to jum per walk 
on top of them. 

The objects that are lying around all 
have their uses but you have to work them out 
for yourself Many allow you to open gates 
which will be hoisted out of the way when you 
get it right, Others may have a more devious 
purpose tike stopping or making an event 
happen on screen- The only real way to find 
out is by trial and error which will resul t in the 
Hand of Cod 1 blowing Brian into space dust 
many times. 

Screens can be very different with some 
interesting effects. There's the poo! table 
with deadly balls bouncing around. Neptune 
and ihe Loch Ness monster that rise and fat) 
from their watery lairs and Daieks and 
soldiers who fire guns at you. The lakes are 
articularly nasty, usually infested with 
sharks and if Brian sinks under water he 
gradually drowns as his energy bar falls 
Other things you may be aittased to meet ere 
ihe galloping rhinos, cruise missile, toilets, a 
mad Scotsrrian and a clockwork orange 



The large variety of graphics is 
somewhat spoilt by the flicker that 
accompanies many The colour is better than 
on previous versions though. The tune that 
plays throughout the game is the Moniy 
Python theme song and a nice rendition of ft 
too It may take some time to start solving 
problems but is very absorbing once you do 
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* Itt screens ud ot« 300 enemies. 
I* Wuy problem* to *al t* , 

l» Some nice to a ch*s el humour. 

* Texf difficult to complete. 



► Vmrj fitefc**? graphics Ln places. 

* Tik*etim»<ftg*iintft. 

» Som* problem* may need to© much 

l&tetalthl&Uag. 




Brian 's pretty flickery and the Viking helmet 
may be just a little old hat these days, but the 
game's still got enough charm to merit a 
serious took, I found some of the problems 
very tricky and some of the opponents very 
amusing, 
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ADVENTURE TRILOGY - THE SIEGE OF EARTH 



vjv, f w tf n„ , s SPECTRUM 48K 

(*HiK#)VL<b AMSTRAD 464 



£9.95 



GARGOYLE GAMES LTD .. 74 KING STREET, DUDLEY. WEST MIDLANDS DY2 8QB 
Telephone: {Sales) 0384 238777 (General) 0384 237222 



SOUTHERN BELLE 

H. -■. -.oh Ccristi Hauls, H SSc.iss, fcfiyt* only 




'Live out your dreams the cassette inlay 
promises as you drive a King Arthur class 
steam locomotive from London Victoria to 
Brighton, There are seven types of run 
presenting different problems but all are 
over the same 50 and 3/4 mile track through 
seven tunnels, numerous stations and 
landmarks. 

The display show* you the view from the 
tender of the instruments in the cab and the 
track ahead, As the tram moves you pass 
through the landscape, drawn in black and 
white and mostly bare Tunnels, bridges, 
stations, permanent way workings, signals 
and Battersea power station all go by as you 
chuff along, smoke pouring out of the 
chimney. 

The cab is full of displays to indicate the 
starus of the engine but you don't have to 
control all of them On the right of the screen 
are indicahonsof the coal and water supplies, 
speed, the signal ahead, gradient, distance 
along trade and time. There are nine controls 
to alter the performance of the engine , some 
of which you can leave to the computer if 
desired 



The only other controls are the stoking of 
the fire and the opening of the fired oors This 
also determines the temperature of the fire 
and economy of fuel use, Having mastered 
these controls you can start to worry about 
the hazards that face you . 



Controls may he t« complicated (tee 
realistic?), 

May net appeal to all teste*. 



Clayton tunnel 



VVoiv, cool Qftdi 
b+touw If in <4mhj) 
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SECOND OPINION 

Although not even tarn old enough to 
remember steam-trams, 1 couldn m thelp 
feeling nostalgic about this game -perhaps 
b&cause of those childhood (ram sets Ji 
certainly makes a change from yet more 
Bight simulators, and I for one would rather 
aim for Brighton than the stars. 
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The regulator, cut-off and vacuum brake 
are always under your control and 
determine the speed and partly the economy 
of a run. The regulator determines the 
amount of power to the wheels and thus the 
speed and acceleration. The cut-off works in 
landem with it. determining how much steam 
enters the engine cylinders and thus how 
much power they produce and at what 
efficiency. The brake works on several 
Levels from light, medium heavy to 
emergency, although the company and 
passengers will object to the latter. 

The next features you can introduce are 
the blower and whistle. The blower is used 
when the regulator Is shut off or when the 
train is in a tunnel since it a [ops gases building 
up in the firebox and causing an explosive 
blowback into the cab. The normal passage 
of steam usually sucks gases out but the 
blower uses live steam when rvo steam is used 
for power and is iheretore wasteful The 
whistle is a warning device at tunnels and 
stations and, aside from being fun< wastes 
steam as well. 

The injector and dampers are harder to 
use and control the water level in the boiler 

I and the airflow to the fire. The water level 
must not gel too high or low or disaster will 
r esul: The air (low controls the temperature 
of the fire {indicated by a thermometer}, the 
rate of fuel consumption and the type of 
smoke produced These are very tough to 
gauge and have to be kepi a constant eye on. 



The seven runs involve many different 
timetables and problems Some runs involve 
fast economical running while others involve 
stopping ai stations for passengers and ai 
signals. Sections of the track have speed 
limits where you may de rail if you speed and 
lots of other safety penalties can be incurred 
for bad stopping, failing to whistle or 
overshooting signals. At the end of each run 
you are marked for your timekeeping, 
economy and safety to produce an overall 
pass or fail 

The graphics are bare but adequate hut 
the pulling noise is nice, even muffling in 
runnels The controls can be complicated to 
learn so this simulation won't appeal to all 
but steam tram fanatics and simulation freaks 
will love it The atmosphere is terrific (smell 
that smoke) and the options mean its got lots 
of lasting interest 
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BRUCE LEE 

US Gulit Atnstifi f9 SSc.i^s, f 12 95 disk, joystick or kevsor jdvsmcN mlh hf\' r s 



The immortal kung-fu hero comes to ihe 
Arnold in has own ZD-screen platform game of 
kicking, punching and lantern collecting: His 
",ask is to destroy an evil wizard but to do ihis 
he has to make his way th rough the cunningly 
constructed rooms of a dangerous fortress 
opening doorways and using secret 
passages to reach his goal. 

Each screon is beautifully designed with 
iniricate features like mountain 
backgrounds, statues* phi forms ladders 
and ceilings Hanging up are magtc lanterns, 
ribbon-like decorations and even the odd 
yin yang symbol. These are what Brucie has 
to collect in order 10 progress through the 
screens Sometimes a single object may 
reveal an opening but collecting them all 
brings more points The doors which can be 
removed a re usual ly black f r ames or plugs in 
the floor but you need to watch carefully for 
what disappears to guide you onwards. 



Bruce can run and jump around the 
platforms 10 get the lanterns and fall any 
distance without hai m There are also many 
things he can climb tip and down and he can 
even use secret passages to get about. 
Ladders, trellises and other frameworks can 
be clambered about on while lift-like lighi 
beams can carry you about. 

You don't however have it all your own 
way .The two dangers that will dog your 
every step are Yamo and the Ninja. Yamo is a 
green giant of a warrior who will punch and 
flying kick you m an attempt to pose you a 
fair (life). He may also pursue you between 
floors, climbing between levels to get at you 



SECOND OPINION 

If you just wan: j good scrap. Brucie won t 
really satisfy you. The figures are small and 
the fighting isn t very sophisticated. But the 
game is much more than a mere punch -up r 
giving you some intriguing platform action 
and problem solving in between your 
encoun ters with the fai Yamo and the smister 
Nmja, 
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Yamo with four. This will make them 
disappear for a while but they keep coming 
back, If you just want to avoid them Bruce can 
dude down or leap past them, They may even 
help you out by fighting each other when on 
the same level with Bruce not in sight, 

Non-moving objects can also be a 
danger and some are very devious. Many 
screens have little nodules in the floor and 
when Bruce, Yamo or the Ninja tread on them 
they are activated, spewing up deadly flame 
a second later . Tins can be used to advantage 
if you've got either of your adversaries on 
your tail, but in close quarter fighting it is 
easy to get caught yourself. 



Other d angers are white spikes that wait 
to impale the careless fighter and lethal 
beams that shoot across gaps. An even 
nastier hazard is the little white dashes that 
zoom across the top of some floors waiting to 
chop Bruce down by the legs. Careful timing 
of jumps is needed to avoid these since they 
move very fast. 

If you succeed in getting to the wizard he 
wilt explode leaving a triumphant Bruce to 
have a go at another, but harder, level. The 
screens are all colourful and well designed- 
with some good animation on the characters. 
The sound effects consist of footsteps as you 
run and fi ghting sounds but there's a nice title 
tune It all adds up to a real oriental smash, 
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ZOdalightfully- drawn icmu, 
Good Animation an d fight action* 
De vious routes and features. 
Very Addictive u d fast rao vin g - Ilk* a 

good platform gam c ih o u I d he, 
Intriguing two play ex option - 

particularly if both play sirs know the 

game welL 



The Ninja is dressed m black and wields 
a sword. He will lake more blows to defeat 
Bruce than Yamo but is not to be trilled with. 
However he won t climb upwards to fight 
you. only descend through gaps. Both these 
foes can be dispatched by punching and 
kicking them, the Ninja with three blows and 



When m two player n?* 9 ™™"^?*™ 
aame dimension » added in that «• P'*V*' 
?r?ake Vamo's rote The pl^*"*" 
rt«iol of Bioce Lee. banning ^W^SS 
£st died, while ihe other player can control 

Ya ™? hl3 means that the Yamo player can 
bo*** the other player if they both know 
L game well furious fights (on-screen and 
Si m*Y °^eloi> You ean'l «« 
gentlemanly and let each o P*J 1 
unhindered »nce the computer wOl take 1 
control of Yamo if he* left standing around 
ESS long. The only drawback to this option « 
is that one player has to use keys. 




20 screens may not be enough for the 
burdened player. 

Sometimes herd to knew what can and 
can 4 be climbed or collected. 
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HIGHWAY ENCOUNTER 



Vortex £8.95 cass joystick oi keys 



This 15 an encounter of the closes* kind pro- 
viding more thrills and action than you may 
be able to cope with, The daunting task is lo 
guide a super weapon along a peril-infested 
highway to destroy an alien base 
The highway runs from bottom lefi to top 
right of the screen, rather like the classic 
shooi-em-up Zaxxon Moving past the edge 
of the screen causes the picture to flick to a 
new area of road - there are 30 sections in all 
before you reach the alien bam The road is 
composed of a Trendy-looking grid and on 
either side appear picturesque scenes of 
gardens, woods and a bridge over a river. 
Later on (his switches to a cave background 
as you reach zone zero 
You start at zone 30 with five vortons and a 
Lasanron' with which you must conquer the 
invading aliens The vortons are Dalek-1 
ike robots that can shoot fie ry balls out of their 



SECOND OPINION 

The beginning of the game is superb, as the 
Vortrons tine up with the Lasertron lor their 
arduous journey The standard never lets 
up. and neither does the pressure. Spend 
too much time admiring thestinky graphics 
and you re a goner. But you 11 probably be a 
goner anyway -it's a hard game to beat. The 
Vortrons are tricky to control and a r 
moments of crisis it 's almost impossible not 
to pantc. Result - you turn the wrong way 
and get frazzled. Once you get used to the 
con trot you can make more progress* But in 
la rer zones I found the combination of aliens 
and defences just too m uch for my feebly 
slow responses And five Vortons just wasn t 
enough 
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beads and scoot about the roadway The las* 
ertron is a deadly weapon thai will destroy 
the ahen stronghold at zone zero - if you can 
reach it. 

The vorrons and lasertron begin by moving 
Lr.ro formation in a line with four vortons 
behind the pyramid-shaped lasertron and 
the fifth out front under your control This 
procession will move diagonally up to the top 
right ol the screen except when blocked by 
other objects The one free vorton can roam 
as it pleases clearing the way of objects and 
aliens, 




Controlling this droid can be a little difficult 
since it follows the Knight Lore and Alien 8 
style of rotating left or right and then moving 
forward in the direction you're facing This 
calls for a coo! head so that you don't pantc 
under pressure and charge aimlessly about 
m circles Once mastered it works well 
although it will provide Cashes of frustration , 
The lasertron cannot be moved side waysand 
ploughs its way up the middle of the road, 
which you have to clear This is of course, 
easier said than done. Harmless obstacles 
Like oild rums brick blocks, clear blocks and 
Door patches may impede movement and 
have to be bumped or. shot out of the way. 
Other more dangerousdevices are the spiky 
balls and (lame points, 

Spiky bells bounce from side to side across 
the road and you either have to time a dash 
past them or interpose an object that they 
can bounce off. leaving a way clear, flame 
points don't move but are often in strategic 
positions to make moving difficult Both kill 
on contact 

When you do lose a life control is switched to 
one of the other vortons in the pack and you 
cm move him out and Into action. Vortons not 
under your control can also be killed if one of 
the many wandering aliens hits them These 
aliens also loll the main vorton but can be 
blasted by him 



There are two main tactics that can be em- 
ployed Firstly you can escort the lasertron 
all the way tektrtg each screen at a time, but 
this may lose you rearguard vortons as aliens 
stray into them Alternatively you can keep 
them in reserve and pave the way ahead with 
a single vorton This means advancing anc^ 
ther robot every time you lose a life but it 
does keep the reserves well out of trouble. 
You have, to get 10 zone zero before a , time 
limit runs out but the only other constraint on 
your activity is a power gauge that only al- 
lows you to Tire in bursts of three bolts from 
the votton. Ef you can get to zone zero the 
sequence that follows is well worth the effort 
and leaves you to complete another (aster 
and harder run 

The 3D graphics are beautifully smooth 
and reminiscent of Ultimate'* Tarnation* but 
faster and with e lot more action Sound is 
simple zapping effects The instructions 
belie the brilliance of the game but from the 
terrific loading screen onwards it's sheer 
addiction 
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Smooth 3D graphic*. 
30 diabolical screens. 
Some nasty ponies to solve 
Gnat Idea of pushing the Lasertron 
with the extra vartea*. 

Nice iu| e ofmoin alien*. 
Reel addiction in getting through the 
screens. 

Exceptionally tough to so We. 
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There ore fever ol fypei of olj«n defence device but 
all are fatal on comae!. Some or* cleverer than 
other* and home in or fry to avoid yowff you're 
facing (hem However when a swarm fodder! y 
oppeor It makei ntile difference - jutt bk»r them. 
Vortex haven't ejven them any name* *o *nVv* 

ch r 11 rerved fhem 

vlnjjle eye on o t fottu Con 1 ! 

fioar over object 

. - . 1 1 . . ' * • > ' eye attached to o floating 

lump. Con pem over floor platen 
, &f . tphe rSca I heoiti (ho i look tike 

Don't ftoof* 

look Ilk© ip inning aiplrJni bul 
ov«f o bj k n to a#f at you. 
from ilde fo ilde ocr ou the 
b!KwrfbTMob|«tbutcon-tbe 

always tlattoHwy ond thr owing i 

burtt* of flte. Con 1 be dei ft o v ea . 
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Please supply me Dopplc ganger □ Defend or Die □ Super Sam □ Triple Pack Disc □ 

■ I enclose a cheque/PO* \<x V . Signature 

i Charge my Access/Visa * account to the sum of EL 
■ All cheques made pay a We lo Alljgata Software Lid r Altow 75p for Post and packaging 
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"Melbourne House show us what vector 
graphics are all about." -wuri computer 

"Complex, challenging, highly addictive 
and featuring some of the fastest, 
smoothest 3-0 effect vector graphics 
ever seen." -eagle 

i% "The realism of sound and vision is 
amazing." -champ 



i% "A Commodore expert was seen openly 
weeping when he saw the quality of the 
graphics compared to the Commodore 
Elite, and with very good reason,,, fun 
packed, all action, thinking game... the 
speed and movement of the 3*D wire 
f ram e obj ects is marvel lous." -chasm 

COMMOOORE M ANO AMSTRAD CB 9J. SPECTRUM 48* CJ.flS 



SCREENPLAY 

MacmilUn Salivuuiv [8 9&. keys 



This tsa graphics package with a difference 
1 1 doesn t jufl! give you the opportunil y to cre- 
ate pretty pictures but la turn them into ani- 
mated wr toons a s weU You ca n also produce 
a soundtrack and words to go with the se- 
quences to make a complete film 

A booklet details all the film techniques 
that are used m film and TV and then shows 
you how to use the software 10 produce hxum- 
atfon of your own. The program is split into 
five major sections which combine to make 
the finished product. 

The first section is known as wordshot 
and allow? you to put captions on ihe action as 
for a silent movie or dubbed words on a fore- 
ign film. The lettering scrolls across the bet 
torn of the screen as the action lakes place 
above and can be composed of up toi 
pages* The text can be in norma] or italic 
face and you can change the colour, size and 
direction of type to sui t the purpose. 

Having got your story board flnd dialo- 
gue you can create the scene in which the 
action takes place This can be created with a 
number of graphic functions like line draw- 
ing, boxes. :n angles, circles, different 
colours, shape filling and different thick- 
nesses of pens. This background can be used 
for all the action or just a blank screen, 

Now the sprites that make up the anim- 
al ion are drawn There can be up to eight 
sprites with iwo forms making up the anim- 
a!ion. Various colours, copying and mirror- 
ing techniques can be used in producing the 
sprites but they are of 1 united size This 
means that 10 animate large objects you have 
to rambine several sprites to make a whole at 
(he ed mng stage. 

Before getting to that a soundtrack can 
be added. This can be composed of up to fou r 
tunes which you can knock out on the key- 
board The notes are played off the keyboard 
and put together into sequences using re- 
cord, rhythm, forward note and back noie 
controls. These can also be inserted at the 
editing stage. 




TRIVIA UK 

Amiaij f / Sb cass, joystick 01 keys 



t like a good quiz It dredges up some interes- 
ting stuff from the murky depths of the mem- 
ory Before I played this game t didn't know 
that I knew the name of the plant from which 
linseed oil is made. Of course. I'm no better 
off for knowing, or even tor knowing that I 
knew. But the point of a quiz is to be trivial, 
and this program is certainly that 

It s also an Amstrad first - as tar as 1 know 
it's the only quiz available for the machine. 
With 1400 questions there should be enough 
to stretch the knowledge of all but the most 
compendious memories, . 

The brain-teasers are spread over six 
categories, which should give everybody a 
fair crack of the questionmaster's whip. But. 
as in the board-game Trivial Pursuit you 
can't choose your topic - this is determined 
by the roll of the dice- If you re unlucky you 
could repeatedly land on a square whose 
topic you know nothing about. 

You mi ght . fo r instance . s Cop on a History 
square and find yourself trying to answer 



SE C Q HT> OFOItOH 

This program 0 W you a lot of scope for 
creativity -but you 11 reAltynaed to put m 
some time It's nor the sortot thing you cm sit j 
down 4t And get instant rewards from. 
A nother problem is that withouithe 
modulator and vid&o you won t be able to 
store very much stall, but it's still an 
intriguing package 

PC 



Editing is where everything comes tog- 
ether. You can decide what background to 
use. where the sprites should move r what the 
slot y I i ne is and what music to play These can 
be combined m many different ways and for 
various ume periods Experimentation is ihe 
best way of discovering the possibilities with 
the main limitation being the ability to only 
record 10 sequences at a time- 

For a more permanent and lengthy re- 
cord you can video sequences, using the RS 
Modulator and a video recorder 10 make 
long sequences of film ff you don't already 
have them though it seems rather an expens- 
ive add-on to make. This xs because although 
the end result very much depends on you the 
potential of the software is still quite limited . 
Ce Mainly good for playing about with and if 
you spend enough time you can produce 
some entertaining films 

BW 




* Plenty el acopc for producing djif*r#&t 

Some MuqbaM* fnphic tad * o and 
handling. 

*» Q sod booklet to go with it. 
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* animation 1* Iwdlf up to IHiUf 
itudirdi, 

► 5eqfO*ii£*» are quit ■ ifeort if y on don't 
tilTB an, RS Modulator and video. 




SECOND OPINION 

Good to see a quiz game making an ap- 
pearance and despite the poor display the 
€[uestion answering is quite fascinating. 
When played in a group it s fun although it 
would be easy to make a mistake when 
answering and thus muck upthegame Prob^ 
ably won 'the as much of a cuit as the board 
game but provides some good 
entertainment 

BW 



type the answers and so can't make the minor 
spelling errors that would allow the com- 
puter to tell you that you'd got it wrong. 

One additional feature of the program is 
a customising facility for the uger to build up 
his or her own data base of questions . Anirog 
imagine some jolly goings-on: just watch 
Dad's face going pink as the computer asks 



Sis bvbfaci co1«goriti 
Oft Cfir^nh 



From whom did Thomas Jefferson make the 
Louisiana Purchase in 1803?' II you re clued 
up enough so know the answer to that - 
France - you could still be a little more 
puzzled by How many tricks are there in a 
Grand Slam at bridge?" 

Trivia UK is a game for at least two 
players, since there's not much point in 
playing on your own if your opponent (the 
computer) is a real know-all. The virtue of 
playing with others is that you don't have to 




Mum' s birthday! * But it seems to me that this is 
not Ihe sort of thing that should be en- 
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cou raged by software houses. 

While the amount and spread of ques- 
tions are good, the presentation: of Trivia 
leaves much to be desired The board dis- 
play is dull and rather unclear, the sound a 
swccesssion of beeps and burp?. This is a 
pity , since it surely wouldn't have been hard 
to come up with something much more attrac- 
tive for what is fundamentally a good game 
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SECOND OPINION 



Pack, yes. Value, no 
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► Lots of epic h tic 

► No text entry* 

► Add your own ipi e s tio ns . 
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* Dull graphic i. 
W- And sound. 



munch again There are only five different 
layouts, some being a lot easier than others. 

Climb-it stars a little chappie irying to 
rescue his girlfriend from the clutches of a 
gorilla, This he has to do over four screens of 
action in which the ape will do everything in 
his power to stop you. On each screen you 
start at the bottom and have to work up to the 
top - jus! like life where the ape waits with 
your girlfriend. 

On each screen you can move about x 
using ladders, walkways, lifts and conveyor 

Jbm g r rtd y gob bl#* 

Doll to munch 




VALUE PACK 

fynesalii f B.Sb c+iss, joystick or keys 



Remember those arcade classics Pacman 
and Donkey K&ngP Well somebody's finally 
put them on the Arnsiradand both in the same 
package The former features a dot- 
gobbling monster and Ihe latter a guU 
kidnapping gorilla. Munch-it is the familiar 
dot-gobbling monster chomping his way 
around mazes Has task is to get all Lhe dots on 
screen without being caught by the four 
ghosts that also roam around- Each dot is 
worth points and bigger bonuses are 
available. 

Usually if you run into a g host it costs a Life 
but if one of four power pills is munched you 
have a short period of lime in which to get the 
four ghosts These give healthy bonuses but 
the ghosts reappear after a tune to dog your 
path again 

If you can grab all the dots you move to a 
t^r-T-r/ ni.iiir wi:h a vvl: >ie Mdi ot don Ma 
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belts. There are often goodies left lying 
around that can be picked up for bonus 
points. However there are also rolling bar- 
rels, fires, ptes and bouncing beams that will 
kit) you and you 1 11 have to start at the bottom of 
the screen again. Some of these can be deal! 
with with hammers that you can grab others 
will have to be avoided or jumped over. 

At the end of the first three screens when 
you reach your girlfriend the gorilla steals 
he r away a gam but at the end of the fourth lhe 
ape is toppled and you get back your girl. 

The programming of these two old 
games leaves something to be desired with 
some raiher crude graphics and animation. 
The payability is also suspect and even with 
both games for £6 95 it tsn t particularly good 
value, 

BW 
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> Two popular old games, 

► Some pleasant old memories of hours 
spe.it standing in arcades. 



> Poor graphic* and animation, 

* Overpriced even with two games for 



DOPPLEG ANGER 

Alhij.iM, JS 35 Cass, joystick or keys 



Doppelganger is German for a double - [his 
game features a sorceress and her alier ego 
in their quest to recover five ingots of 
precious metal The two persona each have 
to complete tasks m order io fintsh the game 
and frequent switches between them are 
needed. 

The twins stan in the same location of a 25 
room castle with only one of them able to 
move a i a nme. The alter ego appears as a 
green transparent figure with the real self 
being more solid . The castle rooms are in 3D 
with doors, making moving around much 
like n is in Knight Lore or Alien 3 There is 
only one door out of the stan room and this is 
where the ingots ha ve to be returned 

Each double can move through 
particular types of door and thereby access 
different areas of the castle The sorceress 
ran pass through blue- framed doors while 
her partner can pass through green-fi amed 
doors Both can pass through white-framed 
doors and, if they have the right key, through 
the various colour -coded locked doors 

Keys* ingots and other objects are found 
lying around the castle and are picked u p by 
just moving over them, The ingots simply 
have to be returned to the stan room but 
other objects may take some figuring out. A 
shield, book and a candle-like object are all 
to be found but what u$e they are is for you to 
workout. 

As you make your way t hrough the castle 
many nasty creatures may be encountered 
and have to be dealt with. Spiders are a real 
problem since they will chase after she 
sorceress from room to room sapping her 
energy. This is represented by an hour glass 
which if it runs out will end the game. Spiders 
don e chase the alier ego though so a quick 
switch can get you out of a sticky situation 

In some rooms armoured heads or 
demons may move in patterns across the 
floor and running m\o ihese will also drain 
energy, Danger can also be found beneath 
you in the form of floor plates and arrows ihai 
run across rooms There is a way to replenish 



Very unoriginal {at leu! they didn't do 
Spmcm la vmden at well) . 

► G am eplay Is simple and repetitive, 

> Nostalgia' i OK but Dot when lhe 
gomes we w orse than the originals. 
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VAGAN ATTACK 

Atlantis, ft 99cass r keys only 



Star Tiek was one of ihe earliest and most 
popular computer games - and some of us 
still enjoy the odd game This latest version 
sticks to the original format, ignoring fancy 
graphics, and sells for a rather attractive 
price 

The invading aliens are the Vagans and 
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A very pretty game that just tails to mako the 
grade, mainly because it's too Small to pose 
the long-term challenge a player wants from 
&n arcade adventure The graphics **e well 
up to scratch, although theEgures 
themselves are a little cut-out. Very nice 
music at the start, but poor game-sounds, 

PC 



chuaeteti. 

► Novel dul cbATieier control msid 
* JldvftAtn»«]«m«9^ Hut will take 



r 



energy drained by these hazards but you 
have 10 find The right room and be controlling 
the right character. 

The most dangerous foe will give you no 
time at all to replenish energy since it kills on 
the spot The Gorgon'shead must be avoided 
at all oosts unless you know how to prevent it 
killing the sorceress. Aspects like this add 
the necessary element to stop this being a 
simple collection game and turn u into more 
of an arcade adventure, 

The graphics are quite intriguing, as is 
the actual gameplay* but it probably won i 
manage to get you really hooked since it isn't 
really large enough A definite challenge that 
may take a few pleasant hours to solve 

BW 



► Movement control tan be dififlcrUt. 

> 25 icnw may ml be enough to keep 
jm happy, 

+> A tew more clue* md object idnnti tie* 
would be nice. 



GRAPHICS 




SONfCS 




GRAB FACTOR 




STAYING POWER 




A A HATING 





while Telron drive warps it quickly beiween 
quadrants. 

Whe n in a secto r containing enemy ships 
there are three ways of disposing of thein. 
The most effective is plasma bolts that 
destroy with only one hit Lasers are also 
useful and you have to specify direction for 
both weapons and strength of the lasers. The 
lasers will often take several hits to work but 
an antimatter bomb will destroy the come nts 
of a whole quadrant, including you if you're 
still in it You only have one bomb so save it 
for heavily infested areas. 

Starbasesaredotted around and moving 
adjacent to them docks the ship and 
replenishes energy and plasma bolts- Like 
the Andromeda these can also be destroyed 
by enemy fire and you need to watcn out for 
she enemy bases that fire powerful plasma 
bolts. 

The game can have one of three endings 
- the destruction of the Andromeda, running 
out of time or suceesfully completing your 
mission There's nothing very new in the 
game play, graphics, sound or anything else 
but it brought back pleasant memories of 
games of Star Trek played on my old school ' s 
Research Machines 380Z and for £1 .99 it's not 
a bad little game 

BW 



► Nice nostalgic memories. 
p- Quite a toagli gajnetuk- the ye 
b*Ten' I dulled the alien menace. 
+ Cheap, 
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> Very unoriginal. 

> Graphic* uid unad v* very simple , 

> Not enough detail on galactic map- 
even alter long-range sranntng. 



you command (he starship Andromeda. 
Earth s last hope, The battle takes place in an 
6x& galaxy with each of ihe S4 quad ranis also 
split into 64 sectors. Local ed within this area 
are the Vagan ships and star bases, all of 
which you have to destroy. The number of 
aliens depends on which of the nine levels of 
game is chosen, as does the number of 
siarbases supporting you- 

The ship begins in a random cjuadrani 
and sector in the gataxy The screen shows 
either the quadrant, long range chart or 
galactic chart on the left and a series of 
figures on the right. These inform you of ihe 
status of she ships stardate, time left, 
quadrant, sector, plasma bolts, quadrant 
status and energy . At the bottom of the scr een 
is space for entering commands and 
receiving sub-space messages about ihe 
situation . 

You will have been gi von the informal ion 
on how many Vagans there are and how long 
you have to destroy them. First you have sei 
about finding them, then gelling 10 them and 
then blasting them into space dust . Aliens can 
be found on the quadrant or long range 
charts. These also show star bases, planets 



and vagan bases Once found the ship can 
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TKer^'ifl Vogon In 



home in using its two drive systems Ion d rive 
wi]] get Andromeda between several sectors 



SECOND OPINION 

Once again the Federation had been caught 
by a surprise Vagan attack Once again I 
alone stood in the way of Vagan domination 
of the galaxy, (face again I had only 55 star 
years to complete my task. Onceag&n there 
seemed little to say about a game that is 
compl&t&ly unoriginal except that at the 
price, it's pretty good value* 
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Man/ aspects of the game are reminiscent of ' 
Sorcery. The way you move around, use! 
doers to get between rooms {the creaking 
noise is exactly the same) and pick up and 
swap objects On She face of it it s just a copy 
Jf you go deeper into it though you fmd 
many differences that make this a rave m its 
own right The shooting is the most 
noticeable as you can blast away in true 
zapping fashion Next is the mam game task 
which is like Knight Lore m finding objects 
and returning them to a single location This 
makes she task a much different challenge 
requiring new game techniques. 

There are as well the special Features 
like the black rooms and object -stealing 
ghosts I ha t are a lso added difficulties to cope 
1 with ft's obvious what inspired the game but 
it succeeds in being different enough tg. be 
well worth white buying 
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Four exciting titles that have already established 
themselves favourites with many games players now 
available on the Amstrad, _ 

Cr^mim r.ranhirt iiinha House. 10 Carver Street. Sheffield Sf 4FS. Tel: (07421 753423 



Not Just Kick and Run 
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SECOND OPINIO* 

rhisis Drobably the only chance you 'llgei 
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There are several features of the game thai 
make it more than }ust a kick and run simul- 
ation - it takes skill as well. 
HEADING: You can bounce a ball in the air off 
your head and even keep is up ihere for a 
while r although guiding it is difficult. 
THROW- INS: The computer recognises who 
Last couched the ball before n went out of play 
and awards throw- ins accordingly. You can 
aim the ball m several directions as ins raised 
above the player s head and Then throw it. 
N.B. you can't score direct from a throw-in. 
GOAL KICKS Occur when the ball goes over 
\ the end line but not in ihe goal, They are taken 
from the correct side of ihe six yard box 
KICK OFFS: From the centre circle 
OWN GOALS: If you're careless enough or 
unlucky you can put the ball in your own net - 
it 'sail the same to ihe scoreboard, 
POSTS: You can actually bounce the ball of! 
the posts o r The c rossba r ¥ but you may be able 
to follow it up. 

CORNERS Taken from the opposition's cor- 
ner (lag so thai you can knock it mio their area 
for incoming attackers, 
TRAPPING THE BALL: skilled players can in- 
tercept a bouncing ball just as it hits the turf 
and trap it. enabling them to then d ribble ir 
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It :hefighier survive this run the screen 
changes 10 show The five silos at the launch 
:uie The plane is at the bottom of the screen 
with the silos lined up at the top, Each silo has 
a slit in it which has to bo shot through to 
destroy it, To do this you have to be at the 
right height and horizontal position. This ls 
compli cated by the silos and an enemy plane 
shooting back and die main sito having to be 
shot last Success at this stage takes you back 
to the hangar with four extra planes (if you 
lost any) and another launch to contend with. 

Each launch has to be dealt with in a 
limited tune or one of your cities gets nuked 
and you lose a whole stack of points When 
the last launch site is destroyed the fighter 
repeals the scrolling attack run to get to the 
defence center. Here he takes control of a 
single roan at the bottom of the screen firing a 
bazooka. 

On the rest of the screen are a building 
housing a nuclear reactor and guards on the 
walls who shoot at you. All of the guards and 
the doors on the building have to be shot in 
order to reveal the reactor and lot you enter 
n The problem is that the guards and a tank 
can shoot you and keep reappearing a while 
after being shot. 

Once inside the reactor your man con* 
trols a number of discs which are used to 
destroy a pulsing robot. To do this the discs 
have to be bounced off the back wall to hit the 
robot in its vulnerable back. This isn't easy 
since he keeps moving around, shoots back 
and doesn't take kindly to bei ng si ruck on the 
front This has to be done eight times, the last 
four times within a two minute time limit. The 
reactor will blow up af [er only fou r hi ts but for 
you to get out the other four are needed. 



The final sequence is of the centre blow- 
ing up with you 'flying away if you got out. 
With all the sequences the game demands a 
lot of different game play elements and has 
some very slick graphics on all of them. It isn ' t 
easy to complete, or even get started at. but 
with practice becomes very rewarding. One 
of the best shoot +em»ups yet 

BW 



Six letting and different lUges. 

Slick graphic*, colour and animation* 

Shool o m -up elements requiring skill, 
timing and re flex** , 

Jut i good blast new an d not a political 
liability. 

Terrific gameplay for alt itagea 
combining to make a great whole* 



Getting out of the hangar cube anal 
problem. 
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HACKER 

H^^^^M^H ^^^^H^^^H ^HB^^^^B ^^^^^^^^B ^^^^^^^^B 

You've stumbled into an 
unknown computer system. 

Now what? 




"Logon 1 '. 

One word appears on your screen. 
What do you do now? 

You don't know the password. You don't even know what computer system 
you've hacked into. But you do know that you must find out more. 
There are no instructions. No rules. No clues. 
You're completely on your own. 
You've found your way in. But is there a way out? 
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SLAPSHOT 

Armog. UM cass. joystick, joystick with keys 
or keys 



The rough and tumble of ice hockey is the 
name of the game and somehmes it seems 
less gentlemanly than those bossing simul- 
ations. The game is played on a left-right 
scrolling screen with two teams of four 
players. 

You can play against the computer or a 
human opponent or oven waich the sides 
battle u oui in demo mode The aim is quite 
simply io score goats by getting the puck into 
the oppositions goal-net, These are situated 




thtpvehKltiifMfHi 
for oi»Ph*r gbritwi 



at either end of the rink and are protected by 
a goalminder. In between are the various 
rink markings including lines across ihe 
playing surface and face-off circles. 

Games consist of three periods, each 
lasting four minutes P in which there's plenty 
ol time for scoring You control which ever of 
your side's players is the nearest ihe puck 
and have to get possession. If it p s loose then 
it s easy to pick up r just run into it with the 
slick. If the opposition have control then it's 
altogether harder. 

The puck can be s to ten by running into 
the player, passing disconcertingly through 
him as you go, and hoping you pick up the 
ball Alternatively come through swinging 
the stick and hope to either knock the ball 




HACKER 

Aclmsifrn, C9 S3 cjss. joystick with keys 



It's not often tha ! a magazine ad v tses you NOT 
to read one of its reviews but this is one such 
case, The reason is that by revealing any- 
thing about this game we are bound to spoil 
you r enjoyment of it . The game's atmosphere 
and problems rely on your powers of deduc- 
tion, guesswork and tuck to find out what to 
do after accidentally hacking into someone's 
computer system. You have been warned 
avoid the next few paragraphs if you want to 
enjoy Hacker io the full. 

Having accidentally hacked into the 
computer you've now got to get past the 
initial security system. You shouldn't have 
too much trouble doing this with some per* 
severance and in later games you may even 
be able to find the password that gets you 
straight in 

You*ve now got to find out what on earth 
you're inside- The first job is to identify 
pieces olf machinery on some equipment 
you've been given and this is a matter of ex- 
perimentation before you can get it right 
Having done thai more information is given 
as to the situation that exists and the role you 
play m it. Its a matter of global crisis and you 
play the good guy role of trying to slop a 
group of evil minded people taking over ih e 
world. If that sounds a little far fetched for a 
hacker you're right. 



SECOND OPINION 

I used to think hacking was something 
smokers did in the monung- until I tried 
this. The start of the game is truly baffling, 
and it 's only a stroke of tuck that got me 
going at all Thereafter, things were a httie 
easier to work out> But not much. This is an 
involving blend of adventure and strategy, 
and e ven throws in a touch of humour for 
good measure. 

PC 



through a worldwide network of tunnels in 
sea rch of the necessa r y p leces of info rmah on 
:o blow the whole kaboodle wide open This 
involves negotiating and bartering with 
spies without Calling prey to the security sy- 
stems that may be activated 

This is Ml monitored on the screen via a 
map of the world and a readout at the top of 
the screen including a video image from the 
vehicle you control. The various joysiick and 
keyboard controls also have to be worked 
out but this shouldn't take long once you real- 
ise you're in a tunnel network and the blobs 
on the map are cities 

If you've read this far you'll have a head 
start on most people but we bet you don t 
have as much fun as them. The game was a bit 
disappointing because it didn't turn out to be 
as hacker orientated as I was expecting but it 
still provides some great discovery fun and 
problem solving Could cause lots of frustr- 
ation - but then that s half the fun 

BW 





Information. 

► Certainly * tough one io Hive, 

* Good *trnoiph*re produced by the 
element of disco very . 

► Inte resting, if imx fetched, storyline «pd 
talk* 



Oft* Of *4KrMrtl 
giving In* gam* 



* If yon gel really stack It could be 
terminally frutnUng* 
► Not t&ai closely linked te real backing. 
P> Reading this nrlew it yea wanted to 
get Ike mo sit from the gunt. 



i 




You have 10 reveal the existence Of this 
plot 10 the US government while avoiding 
being booted out of the system. The hacker 
element of ihe game becomes rather lost 
while you're doing this and it becomes more 
of an adventure/strategy game than of code 
breaking and information sifting 

You control a vehicle thai can travel 



W S 



► Fucin* Mag am yon discover new 
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away or bring the man crashing to the 
ground This is a penalty but from the face-off 
thai follows you may be able to win the ball. 

When in possession a player travels 
slo we r than usual and an opponent may skate 
up and take the bail offhim. This means either 
passing between players or bouncing the 
ball of! the rink boards. Once you gel within 
sight of the goal you can line up the shot and 
let fly . The goal minder moves fairly random- 
ly but if he manages to intercept a shot it will 
bounce off, perhaps into you r path so you can 
have anoflier try. 

The scrolling is good with nice skaters, 
except when they pass through each other. 
The crowd is an ugly bunch but obligingly 
cheer goals. Things are really tough against 
the computer, being very difficult to dispo- 
ses and taking the ball off you all to frequ- 
ency Two player games are much more 
exciting with all the thrills and challenge that 
go wiihit. 

BW 



SECOND OPINION 

/ laughed like a draw when I Erst sa w this - 
two teams of charladies with vacuum 
cleaners in a carpef cleaning competition 
But once 1 was con vinoed it was meant to be 
ice-hockey! warmed to it. Especially 
satisfying is the vicious physical contact- The 
graphics are not terrific -but it's good, nasty 
fun, 
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► Good scrolling ud player graphic 



BAD 



E W S 



> Not much variety In gameplay* 

► O ff ■ p utting when players put Ouou f h 
each ether. 

P- Often difficult to teU when you can or 
can" t get possession. 



GOOD 



NEWS 



Exciting two player actio n . 
► A tough computer opponent* 
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ON THE RUN 

Design Design, f 7.9& cass P joystick or keys 



Design Design have established themselves 
as an excellent software house for the 
Amstrad with two hit titles already and this 
one looking like being another success It's a 
very colourful with lots of screens, plenty of 
shooting and toads of objects to collect 

You control a protective+suited char ac* 
ter called Rick Swift whose task is to collect 
si x chemical flasks from a be wi] de r mg se r les 
of maze*. The* * are randomly located at the 
Stan of play but you can bet they E! be spread 
all over the place The ma ze is made upof tots 
or mushrooms and other exotic, colour (u 1 a nd 
generally chemically mutated plants 
Amongsi These fly the equally mutated bus o! 
animal and plant Me which are definitely haz^ 
ardous to your health" 

A jet-pack is the means of propulsion 
around the mazes allowing up and down 
movement and walking (no animation) As 
you travel the maze does a cross between 
scrolling and flick screens flicking along 
part of a screen at a time 

The suit you're wearing can only take so 
many collisions with The chemically lethal 
mutants as they drain ihe suit energy Crea- 
vu r es can be blasted using you r gun tha t f i res 
fluffy, but lethal balls This only fires horiz- 
ontally though and it is possible to gei 
trapped for precious seconds below or 
above a vicious mutant These take some 
very colourful and well animated forms like 
snapping jaws, bug-eyed insects and altog- 
ether less identifiable beasts You can also 
deal with these using smart bombs that are 
found lying about and which kill everything 
onscreen 

There a re plenty of objects lying a round 
for you to pick up by walking over them and 
these have three types of purpose Some give 
energy others drain it and there are also 
keys' to access new areas of the maze The 
flasks are picked up in the same way and look 
like little coloured fairy cakes You have 10 
discover what everything is by trial and 
error but some objects do nothing leaving 
■ tittle puzzling after the first few games 

New areas of the maze are denoted by 
frog gates with two green frogs on either 
std e You can only pass through these with a 
key but I! leads to more of jhesagife , 



The graphics are amongsi the most 
stunning Tve seen but the garoepLiy leaves 
something to be desired Once you've 
worked out what ihe objects do (not that hard) 
it becomes lust a matter of whizzing round 
blasting everything in sight looking for 
flasks, energy and keys There is st il I a si rong 
attraction and a tough challenge bu 1 i he game 
lacks that vital extra mental aspect that 
arcade adventures need. 

BW 



w s 



* Laig*p laying i 
P- Marvellous scenery ud character** 

Tetttag * hoot -tm-np action. 

* Will take quit* a lot of getting through. 



> Not ma eh mental challenge, 

> No high «o» tahle! Unbelievable! 




Yes indeed - stunning graphics. Colourful, 
bea uti folly drawn, gin m& m poster fzoi the 
parlour wail. But the game £v a lifEto too 
familiar in concept to present an outstanding 
challenge, ft's still very good, but doesn *t 
quite make it to the top* 

PC 



68NOVEMBER 1985 AMSTRAD ACTION 



ELIDON 

Dip he us, f8 J^oiSiS, joy stick dt keys 





This is certainly a candidate for "nicest and 
cutest " game of the year, fealuring as it does 
an oSde wo ride faerie in her search for seven 
potions to make flowers bloom. Ahhfrhhir [ 
hear you say. "isn't that nice 4 Thai silliness 
over. Les s face ihe fact [hat it s a fairly un- 
original arcade adventure as far as gameplay 
is concerned. 

The faerie you cont rol is a slender thing 
with two frail wings that flutter about. She can 
fly around or hover and moves between 
screens using gaps in ihe walls The screens 
are (lick rather than scrolling She can fly, 
walk or even hover through the screens in 
her quest. She starts by the garland which is 
to contain the seven (lowers of Finvarra, 
Many of ihe screens are filled with colourful 
plants and flowers but they also contain some 
nasty enemies 

Seven potions are hidden amongst the 
screens iJiici ■: ::. iko ihe r.c wars bloom these 
must be found and taken to the (lowers, You'll 
have to work out what is and isn't a potion 
since there are other objects lying around 
that have different effects. Some things are 
even hidden behind doors, she secrets to 
which you have to work out. This isn't easy 
since you 1 re given very few hints. 

The faerie is powered by magic dust and 
many things sap This strength if ihey touch her 
r floating lumps of tree spirit or felling pan- 
icles and even the odd pair of staring eyes 
The energy can be replaced by getting pat- 
ches of faerie dust or lucky charms [horse- 
shoes) but the latter can occasionally be bad 
luck and therefore reduce the dust level. 

Some rooms are curiously coloured in 
black and while wish only the faerie in colour 
(either to show winter s cold effect on ihe 
land or because they ran out of memory) with 
others being pitch dark so that it s difficult to 
navigate about This is particularly danger- 
ous because every time the faerie flies into 
something she plummets helplessly out of 
control until she lands on something solid 
This unfortunate effect can send you falling 
seve ral screens i f you 1 re hit when pos ittoned 
over a downward gap. 

The faerie idea brings a refreshing 
novel touch to the game and Grieg s music 
which plays throughout is excellent How- 
ever the graphics aren't particularly as^ 
sounding with a dicker y faerie {yes I know the 
wings are supposed to do that but the rest of 
her isn t). the black and white, and all black 
screens . The gameplay a Iso tends to be more 
of exploration and stamina rather than a true 
arcade adventure, but it is still a fairy chal- 
lenge that will take some mastering. 

BW 



SECOND OPINION 

Verypr fflty bur just a hnle on the twee side 
for my taste Flutter flutter 's ait very well, 
but it gets a trifle wearisome Afire/ a white. 1 
didn % t admit have m uch success in finding 
the necessary objects- But then Iwzsn 't 
really involved enough to care, 
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► Slightly disappointing graphic* that 
promised m ore. 

>■ Flying about cu get boring when 
you're not ml way i iuxa what you're doing 

Continually dropping out of the iky 
can get frustrating, 

> The death routine when yon ran out of 
dnit Is a little tacky as a it leaves a ctq*» 
with RIP on it 



STAYING POWER 



A A RATING 
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STARION 

Melbourne House. C9 95 ca&s, joystick or ktys 



Setting new standards in vector graphics Lhat 
better oven Tankbusters and leave you 
starry-eyed, this dcopspaco bias; moves ai 
tremendous speed and gives you a real 
mental challenge. 

Th$ action takes place in three time 
blocks, each split into nine time grids, which 
are further subdivided into nine time zones. 
This calculates our at 243 lime zon in which 
Duhaveto recover a cargo and return itto its 
htful place. 
The cargoes are composed of tetters 
■stored on alien ships The aliens had stolen 
th e ca rgoes from many times in history and lo 
tore order you have to return the objects 
their right times. 
Once in a time zone the aliens will appear 
ividuaUy to bailie with you, They can be 
eked on scanners on the instrument panel, 
hese are in two planes, vertical and 
horizontal, which are easy to use after 
practice and are much more effective than 
the kind of scanners normally found in games 
of this type, Once the alien is in the upper 
screen cockpit view you can centre him on 
the target cursor and let him have it with the 
lasers. A hit will release a letter of the cargo 





repetitive but the challenge i$ still strong. 
The fact that the password routes stay die 
same means that you can gradually 
adventure your way through them learning 
which passwords go where. Outstanding 
graphics and gameplay make this anothe 
winner for the down- 
under software house - 

mSBSmSSSSi bw 
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Hanoi wfrfcfivffl Sob* 
fOu to tmxi iooo 



Letters can be picked up by flying into 
iem. although while doing ihls you will 
come under attack from further hostile craft. 
The aliens come in several forma, but all 
shoot back and with the speed of the action 
can be hard lo hit and easy to be h it by , Once 
all the letters Ln a zone have been picked up 
the computer automatically goes to a screen 
where you have to organise the tetters into a 
word -the cargo. 



Acompkted cor 90 



MarreUonj 3D vector graph! 
243 x one s and 255 paiEW ords, 

Strong, luting challenge. 
Sboot-envnp gameplay la addictive* 
Wetl-im j>I emente d abstract game 




SECOND OPINION 

The graphics really are stunning - it $ just 
about the best version ofspace 1 ve seen on 
any computer, let alone the Amsirad - and 
the idea of battling through to become the 
Creator certainly appealed to the 
megalomaniac in me Excellent shoot- 'em- 
up action too The only dra wbackis the 
possible similarity of the zones But then I've 
seen too few to tell 
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In block one, grid one, zone one p the 
cargo is BIBLE. Armed with this information 
you have to go to one of the other eight zones 
in the grid. Here are found planets and flying 



into them 1 0 ta you know if you 1 ve got the right 
ca rgo for that zone. If correct th & oxygen an 6 
fuel are replenished and it's off to solve 
another problem. If wrong though you 
should note the historical problem for later 
use (another cargo will solve it), fight your 
way out of the zone and try another zone- 
After completing nine time zones (one 
grid) a password has to be formed from the 
nine first letter s of the cargoes to allow you to 
if avel to anothe r g r id . The action is repeated 
after nine grids (one block) using the first 
letters of each grid password, if all three 
blocks are com pie ted you'llhave three block 
passwords, the first and last letters of which 
will form a six tetter master password 
allowing you to become the CREATOR, 
Gosh 1 

It sounds complicated but once started 
everything falls Into place fairly easily. The 
hardest part of the game is the actual fighting. 
The ship is equipped with five hulls which 
can be heated up or destroyed completely 
by collisions with mines, rocks and missiles. 
In addition to these indicators there are also 
speed, letters collected, pitch, yaw, roll 
oxygen and fuel indicate ri - 

The zones can become somewhat 



Zonea become repetitive 
C ontrol* may be too f ai t 
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Remake U n ofth 




The 
Group 
of*HITS*ii 

Game 
History 




ALL 
TOGETHER 
ON ONE 
GIANT 
COMPILATION 
SPECTRUM 
AMSTRAD 
COMMODORE 64 

SPECIAL DOUBLE CASSETTE 

ONLY £9.95 
DISC £12*95 

Stocked at Sckcted Brands erf: 
-xikwdxGwT* Lskys and Run*dows 
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3D STUNTRIDER 

Amsoll. f 8,95 cass, joystick 01 keys 



Bike jumping has been a popular thing to 
simulate in the past and this latest offering, 
reportedly designed by Alan Sugar, gives 
two different views of ihe jump, It starts with a 
3D approach to the ramp and then switches to 
a side view as the bike flies across a row of 
buses. 

You begin with five lives and can attempt 
5, 10. 15, 20 or 25 buses depending on which 
level is selected Once underway a forward 
view from the bike is presented with the 
handlebars and the road ahead visible. Off in 
the distance is the ramp with the buses 
behind it. 



Bit;* handle ban 




Speed 



Gcan 



The instruments at the bottom of the 
screen consist of a small bike replica to 
indicate your sitting angle on u H your hands 
on the handlebars, a rev counter, 
speedometer, clock and gear indicator. To 
lower wind resistance you should lean 
forward on the approach, increasing &peed 
As you accelerate your hand twists the 
throttle on the handlebars and the bike 
automatically goes through the gears. All this 
has to be com pteted withi n i he time Umil - but 
this is very generous- 

Along the run-up crosswinds are 
encountered, particularly on higher levels 
and you have to si ee r against them 30 that the 
bike hits the ramp straight, otherwise you 
slam into The side of the buses Once on the 
ramp the sc reen switches to a side view of the 
ramp and the buses. Here you have to time 
leaning back on the bike to get maximum 
impetus off the ramp. 

Once in the air you have to change 
position on the bike so as not to tumble qui of 
control and crash. If she bike clears the buses 
you have to land on the other srde either flat 
or slightly on the back wheel but never on the 
front If you can land on the down ramp you 
get a 1000 point bonus, otherwise the score is 
100 for each bus clea red. 

The scrolling as you fly across the buses 
is very smooth although there ' s only the bike 
and buses on screen Crashing leaves a 
crumpled, smouldering heap of wreckage. 
It s definitely possible to clear 40 buses on 
level eight but getting over 45 would be a 
superhuman effon. 

BW 




SECOND OPINION 

The graphics were quite mce> and J liked 
seeing the hand Twist round to change 
gears But that was really the visual high 
point - the buses and the background were 
both pretty dull. The sound started wi th a 
brigh t intro tune which soon became boring 
game noises. The r&al trouble with the 
game, though is that there isnt enough to 
do. 
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* Skill in n eeded when *Oyiag T the h ike. 
+ The combination qf 3D and side view ia 
quite n ovel « 

P- The scrolling is very smooth* 



W 



> It's not a true 3D gun*. 

► Jumping buaea get* anint creating. 

> Not much to do except accelerate mad 
move backward and forward on th* hike. 

► Trying to hit the do wn ramp is the only 
lasting test. 
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SUBTERRANEAN 
STRYKER 

A much liisif|hi r £B.Q&c,iss. juyshtk cm keys 



Here's yet another cavern caper that 
combines the talents of many games to make 
a novel new challenge. The aim is to fly a 
stryker' plane through the twists t turns and 
obstacles of an underground complex, 
trying to rescue humans. 

The display shows the planet surface 
with the stryker above it. A: ihe lop a 
Be/ender-style scanner shows you where 
hostile moving aliens and the humans are. 
The craft can move in all directions across The 
scrolling landscape as long as it avoids 
crashing into aliens and objects. 



The aliens cmise the planet surface and 
caverns spouting bombs like landers in 
Defender* They can be sho; using a forward 
firing laser but any contact with ihem or there 
bombs means the loss of a ship There are 
also oi her instantly deadly objects like 
burrowing worms, dripping liquid, spiders, 
bubbles and bullet-tike doors These ail tend 
to block narrow passages and have to be 
snuck past as they move up and down. 

Non-moving scenery is not so fatal and 
your shields can survive many brushes with it 
as you race around the caverns. However a 
head-on collision burying the ship in a wall 
will still end m disaster. Most of these 
passages and even the moving objects can 
be avoided but with the random aliens 
ihr own in it gives more problems 

There are eight humans that have to be 
rescued on each level of cave and they are 
always shown hacking away at the ground 
with a pick axe. Slave labour presumably. 
You pick them up by just touching them with 
the ship. When all eight are aboard an 
energy gate will disappear from a section of 
cave allowing the ship to pass to the next 
section 

At ihe beginning of each section you are 
given a new shield and fuel but in the 
underground areas there are nozzles where 
you can pick up more fuel and energy for the 
shields. If you hang around for too long on a 
level the alien command saucer whizzes out 
and attempts to ram the stryker. When a life is 
lost the ihi p reappea rs at the entry gate to that 
level. 




SECOND OPINION 

Well, ifs a nice try at something new by 
mixing a lot of familiar elements, If it r s not 
quitesuccessful it siecause it's neither one 
thing nor another. Or even anything else. 
Some pretty trees don t really make up for 
the nastyfiringand jerky scrolling- 
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Tho scrolling around the caves is very 
jerky but the caves themselves are well- 
designed and full or interesting features 
There's not much sound except for bangs, 
crashes and the hum of your ship when it 
moves. The gameplay calls for a mixture of 
dexterity, fast movement and good 
reactions 

BW 
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► Lots of difficult sections to crack. 
& WclUd«iigncd cavci, 

* Novel! well-drawn obstacles and men. 

► Gradual damage feature make ■ a 
pie&san t change to instant crashing u 
doe* the lack of inertia on the ship. 



> Scrolling ii very jerky. 

> One wt on g move under an obstacle 
and you're dead. 

> Aliens can be annoy in gly random 
sometime! making an area Impossible to 
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SECOND OPINION 



fdon Y usually appreciate anything to do 
with motor racing, what with ail that noise 
and Murray Walker droning on about 
carburettors and camshafts. But I really 
I enjoyed this -there are huge amounts of 
! money to squander and it 's tun to see your 
driver changing positions throughout the 
races even if these are a tittle long- winded, 
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ROCCO 

Grcpuhn GtiiphiGi. 1B.9& CAS-S, |0ystitk ni keys 



Physical violence seems to have been this 
year's theme for computer games and this is 
the latest for ihe Amstrad. If s another boxing 
Simula I km in which you have to fight your 
way past four opponents to gain the world 
championship title 

The screen gives you a view of the nng 
from behind the head of your boxer Facing 
the screen is a mean looking dude who looks 
set to spread you alt over the canvas There 
are four fighters io compete against - 
Cimbel-Un, Ted Matare, Jans en Sino and 
Fighter Bull Whichever one happens to be in 
the ring ihe Tighter always looks the same and 
performs the same graphic actions. 



SECOND OPINION 

The graphics were superb - to begin with* 
Butth® limited options m £ai7 1 tka t din gain e 
rapidly becomes very dull. And what is the 
pain t of ha ving /bur 'diSeren t ' fighters if 
they all look exactly the same and use 
exactly the same moves? This game co ufd 
have been, and should have been f much 
better. 

PC 



and right punches and left and right defense. 
This means the action is very repetitive and 
once you ve discovered the pattern of how to 
knock down the boxers it's easy. 



The aim is to knock the opposing fighter 
down three times by reducing his strength 
gauge to ze ro . You also have a gauge and this 
is reduced every time the opponent lands a 
punch , There are only fou r basic actions - left 




I'hii mgpn looking 
| ftghlfl-r would Icrvwta] 

rip your Ktfld off ™ 
I but E( K i*aiylo bath 

him. 

When knocked down the opponent dis- 
appears from view and then rises back up 
again for more punishment. The graphics for 
the punching are good bui again too limited 
inscope, On the third count the bell rings and 



FORMULA ONE 

CRL f/ 9bc<iss joystick withfcEys nr keys 



If you're expecting a PolePosition- type game 
you'll be disappointed but what y oil dp get is 
an engaging strategy game putting you a t the 
head of a racing driving team for a full For- 
mula One Grand Prix season. 
The game simulates the 1$ race season with 
your team taking part and frying to lift the 
drivers and constructors world champion- 
ships. Your first task is lo pick the number of 
players from one to six. the computer con- 
trols those you don't operate. You can pick 
any of six (earns and two sponsors to give you 
money Drive rs also have to be selected from 
the list of 24 including six novices who you 
can name yourself. But the more experien- 
ced drive rs cost mo re to employ . 




The two cars in the team have to be fitted out 
with an engine, chassis and pit crew eo make 
them race- worthy These all cost money and 
for the first few races ii may only be possible 
io ouifii one car properly. Each car's effici- 
ency is given In percentage form and takes 



inio account the driver s ability, If a car 
doesn't make the grade it won 'tbeaJ lowed to 
race 

Now you get around to t he race. The details of 
the racetrack, weather conditions, past win- 
ner and lap record are given In Light of the 
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you progress to the next opponent 

In the first round of bouts you face each of 
the four opponents (no real difference), then 
the last three, then two, then just Fighter Bull 
At ihe end you are proclaimed champion of 
the world and that's it. 

Even if you don t work out the pattern of 
(he boxers' actions you can beat them to the 
punch quite easily when they're unguarded, 
so you should have no Trouble handing out 
some real hidings. All this makes the game 
very disappointing and your money would 
be better spent on Frank Bruno 'sBoxmgfoi a 
tougher more varied game, 

BW 



SUPER SAM 

BmJtjLt AlliEjiiM E7 99 c,iis r juystick di keys 



Alltgata are the latest software house to move 
into the budget software market with a new 
animal label called Budgie. The firsi release 
ts a 50 room exploration game where you 
have to find the 1 8 pieces of a cage 

Each location is m 3D although ihe 
graphics are simple and lacking much fine 
detail. Sam can wander around screens 
where they like, but Sam has to waich out for 
the nasties, potholes and the various door- 
ways and ladders that will lead him To new 
rooms. 



like a subway tunnel Sam just has to walk into 
these and you nick to the next screen The 
only openings to avoid are the potholes 
which are square holes in the floor. These 
will drop you into a watery grave, losing one 
of your Three lives. 

The creatures which are on many 
screens will sap your strength if they touch 
you and you have no means of destroying 
them. If energy reaches zero that also loses 
one of Sam's lives. The only way to defend 
yourself against creatures is io walk over a 
syringe which gives you a period o( immun- 
ity. A clock counts quickly down from 1 ,000 
and during this time you can touch any beasts 
at all without harm. 



W 



► Initially som? nice graphics. 



BAD 



NEWS 



► Gemeplay Is monotonous. 

► Too few punch option* to be 
interesting* 

► Only one zeal opponent despite name 
change** 

► Not M g *od u Frank Bruno f s Boxing. 

► Fu too easy to master. 



SECOND OPINION 

Not only is the identity of the evil Boris 
unknown, you aien 'ieven told who Sam is 
and why he *s in volved in this game- Me '$ f&t, 
bearded and appears to be wearing A 
turban, evidence which leads me to think he 
may be an Oriental gentleman. Hence, 
perhaps, ihe mystery. The game itself is 
nothing- to get excited about 
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The red pieces of cage are strewn all 
over the 60 rooms, hidden in corners or small 
locations. Sam picks them up by jusi walking 
over them and if he manages to get all IB he 
can catch Bans Who Boris is is anybody's 
guess, 

Connections between rooms are made 
through doorways, ladders and wha* looks 




weather and temperature you have to selea 
lyres for the race. There are five compounds 
of tyre soft, medium or hard slicks, inter- 
mediates or rain tyre* The cars' grid pe- 
titions Are now determined and the race 
begins. 

The face can be v ie wed in full or Just in high- 
lights with events like spins, crashes, punc- 
tures and eyre changes being noted Tor all 
f cars Thescreenshowsthestart,&^ 

straight with a crowd turning their heads and 
; cars whizzing by or pulling into the pits. A 
' score board shows the current race positions 
J with the time gaps between the first six cars. 
f When a car comes into the pits an overhead 
* view is shown with Five pit crew . four holding 
tyres and one on hisown . You control the fifth 
man and have to replace all four tyres and if 
necessary do work on the engine or chassis 
as well The tyres can be or a different com- 
pound to those started on and you can specify 
t this before changing, This is handy if weather 
conditions change and you have to call your 
cars into the pita 

At the end of the race points are awarded: 
nine for firsi then mx. Tour, three, two, one. 
; These are added to the overall totals, Prize 
money and sponsorship money are then 
awarded depending on your success* This 
cash can be put into improving the cars' per- 
formance and you can even have side bets on 
the winner of each race. The game then re- 
peats itself for another IS races. 



The race graphics a ran* t brilliant bm manage 
tooonvey some of ihe tension of real racing as 
the cars' positions shift about. The strategy 
element is quite compulsive trying to get the 
cars to peak performance and get the tyres 
and pit stops righi It's certainly one for the 
e mhusiast - but has wider appeal as we U 

BW 



6 0 



II E 



► 16 grand prixi mmke* nice long 



fr- Excellent for more thu ou p lay er u 

«es tattle It 4«L 

► M tough challenge on highs* levels 
against ihe computer, 

► Great faa if you like motor racing. 



W S 



► Pirhaps not enough to do f ot some, 
*■ Grmphi cs could be « mile tatter. 





The action is accompanied by some re- 
asonable music as Sam trundles his way 
around but the graphics aren't likely to thrill 
The go mo is really just a run around collect- 
ing objects' and isn't up to the standard of 
Masieriromc's latest cheapies. But it may still 
provide some interest 
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won't fall down a pothole. 



►-The price. 

► 60 Screen*. 

► The syringes were a cute Idea (most 
contain penicillin). 



* GmeplaY i» limited to Just running 
About 

^ Graphic* aren't vary detailed. 

► Little original thought* 

► Not always cle« when you will or 
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PAWS 

Af lie f 7 95 diss. |0is!ick or keys 



Come wnh mo now io a town where it isn't 
sale for a cat to walk the streets, where killer 
dachshunds pad the pavements and families 
of kilt ens are scattered to the four oornersof a 
hostile environment. Really breaks your 
heart doesn't it? Wei) it shouldn't because 
the cat involved loots like a polar bear and 
fires fluff-balls that would knock the spots off a 
dalmatian 

You lake the role of Selwyn the cai who 
has to g«i together his family of ten kittens at 
I heir dustbin home A pack of dogs, led by 
Bulldog Billy, are out \o kill you and the kittens 
- obviously they don't like your dustbin 
decor The town is a large rectangular map 
made, up of streets running through 
woodland, brick walls, houses, shops and 
scrapyards Sea lie fed somewhere about are 
your home, ihe dogs den. ten kitiens and^ 
stacks of cat goodies 



Strength and stamina lost by fighting, 
fluff -balling and walking around can bo 
replaced by picking up goodies like 
fishbones, canaries, milk, mice, goldfish 
bOWls and fish that a re lying about all over the 
place, If stamina reaches zero the cat loses 
one of its nine lives from complete 
exhaustion, 



Selwyn appears ai a random point in ihe 
town but can access a map on which appear 
all the relevant features except food He has 
one of two aims, either to get all len kittens 
home before 24 dogs congregate at ihe den 
or to kill so many dogs thai there aren't ZA left 
to get to the den. The kittens have to be 
picked up one at a ume and carried to the 
den, which makes for very Jong t rips in ihe 
large town 

There are three basic types of dogs thai 
wander about yellow, blue and green m 
order of increasing intelligence and 
strength When ihese come logether ihey 
combine to form anoi her sir onger dog. Once 
they have arrived at the den there is nothing 
you can do about it but while they roam the 
town the re are several ways of purring paid to 
them, 

Fluff balls are the most powerful and 
knock the stuffing oui of any sausage dog 
You can also take the dashing dachshunds on 
in paw to paw combat but this saps your 
strength and stamina gauges even more than 
fluff balls Your other weapon is little piles of 
caioplexic" energy that stun dogs for a while 
and which can be left tastefully behind 
Selwyn {a! least he ttoesn 1 i squat). 



There are five levels of difficulty and as 
they increase the numbe r and st rengih of the 
dogs doesas welt The game isn 't that difficult 
on ihe easy level but will s rill take some time 



SECOND OPINION 

Bits of thts game looked very impressive*, 
with ihetr Ultima teish graphics. Other bits 
looked pretty dull But it's quite large, so 
fou*U atw&ys find something interesting. 
Dogs merging is d very humorous sight bur 
doeesnr so much for Setwyns life spat} The 
sound, though, is rather disappointing 

PC 



> Good graphics for town and 
chumcteit. 

► Interesting gwrie#e*n*rio p if alittit 
bloodthirsty. 

* Compulsive, kitten caring gameptaf * 



W 



► Fairly simple "collect and drop* gwn* 
* I heart* 

► Not too much skill involved. 

* Control and action is rather ilow. 



so complete since this is a fat, muscular cat 
and noi a fast one. AU the scenery is very 
attractive although Turning into roads can be 
difficult sometimes as you have to be 
correctly positioned . 
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AMSTRAD USERS! 
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PAYMENT: Pluti mike ch«)ut*/P 0 s/M.0,i W ibli to THE SOFTWARE SUPPLIES 
Co. Or use you Ac:m Mttltrch*rg« or Viii cord* 

NB; chequts or crtdii order* iro not procraud until goods reidt lar ditptich. Plem 
nod footnote' 



APPLICATIONS 



Business 

Educational and Recreational 
Sottwara for ALL horn* and buolneoo compulaft - 

KWft prfoot — excellent choice 

Send for lists (stale machine type) or, I* you want 

something quickly, phone your order through now! 
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ROBIN OF SHERWOOD 

Adventure IntcmationaJ, £9.95 cass 




Adventure International have been raking it in recently with some 
very successful releases on a number of machines Not content 
with The Hulk zndSpiderman. they've now released Robin of 
Sherwood, a lext-and-graphics game based on the TV series of the 
same name. 





Tf™ h ofefi of 5h#r-ood f Unfortunately 
*«l bIH k»k vi-r y tkrMot, Mopping lh* f« oif h 
nwikll, to r#"Fwmbff fligt Fh*r t li a untqu« ditpla / 
'c* #od* location - hg wtv tf iMo f rtvy 
Op p*&r . $o, wh#r* FfWva in a o"lf#<1+on and Of* 
r#vof d«f wilh on I4**t1coJ 4hpUsy T you know Ibal 
^hoti r*ooS*d ad*odoTMf- whafrw *w 
Boooftondttc^liofi Hryi. 
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The program is written by Brian Howarth. who may be 
familiar to more experienced adventurers as the man behind the 
old Digital Fantasia range (Ten Little Indians, The Wizard Akyrz. 
and so on). Since working for Adventure International he's 
produced Gremlins (and Supergran for TynesofQ* so he's a man 
who should be able to turn out a good game if anyone can. 

Unfortunately I can't help thinking that old Brian has got a little 
lazy of late Don't get me wrong, Robin is quite a good game and 
Mike Woodrofle's graphics are excellent, but there are definite 
signs of short-cuts in the programming. 

The game is in spin -screen format with a very attractive 
display for each of the 70-odd locations. Entering commands is, 
however, another matter altogether. First, the program doesn't 
tell you which words it doesn' t understand, replying simply "Huh? 1 
or '[ don't understand/ This in itself wouldn't be so bad, but at the 
same time the program will also ACCEPT a whole load of words it 
doesn't understand, but simply take no action 
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For example, at the start of the game you find yourself locked 
in a dungeon. Once you've escaped from there, you must race 
through the castle escaping the guards and make your way to 
Sherwood Forest and safety. At this stage (and at any other stage, 
come ro that) you can enter such commands as Hide under bed" 
and the program will accept them quite happily. Does this mean 
you 're hiding under thebed?No, my fellow travellers, it does not. 
It just means that the program is being a little lazy and not making 
the effort to set the record straight. 

Another small criticism here - the program appears to have 
implemented its own key-fetch routine, and if you're a fast typist 
you'll find it can't keep up. 

Once you've escaped from the castle , you are given the task of 
Ending the Six Touchstones of Rhiannon . an ordeal that will involve 
solving a number of other puzzles (including winning an archery 
contest). The Pilgrim can't help feeling that this "go forth and 
gather treasures' lark isa bit old-hat now. In fact, after wandering 
around Sherwood Forest and solving a few puzzles, the Cowled 
Crusader began to think that , despite the recent showing of the TV 
series, the game itself is really rather lacking in state-of-the-art 
programming techniques. It seems to me that Adventure 
International's policy is to release games that are tied to the latest 
in media hype but are, in fact, not much better than the games we 
were all playing two years ago on our Yecchtrums (if we were 
Unfortunate enough to have one) 




This is all very well, but haven't Al heard of interactive 
characters? And what about a bit of original script writing? OK, so 
no-one's sallied off into Sherwood Forest to bag a few touchstones 
before, but t reckon there must be dozens of adventures with plots 
that are pretty near identical . 

Still, there are some nice graphic touches. Animated 
waterfalls, close-ups of Heme the Hunter (who he? 1 hear you cry- 
good question), and lots of forest scenery. In fact rather too much 
■ forest scenery - out of all the locations there are only about fifteen 
of interest - all the rest are trees and shrubbery, 

This game will probably sell like hot cakes » and people will go 
on thinking that a game like this is a good adventure. Well it ain't, 1; 
may look pretty, it may have glamorous graphics and pictures of 
movie stars on the cassette cover, but deep down inside it s just 
one of those old pick-up-and-examine puzzlers with a small 
vocabulary. And everyone will write in and tell the Pilgrim what a 
boring old twit he is and why didn't he think Robin of Sherwood 
was the greatest thing since Gremlins, Perhaps it is. but the 
Cowled Crusader has hopes of greater things and will continue to 
badger software companies on your behalf to improve their 
product 





WARLORD 

Interceptor, £6.00 cass 



The Pilgrim trumpeted the news last month about Interceptor's 
new game Warlord, echoing their boast that the graphics would 
be 'far superior to anything that's gone before'. Well, the good 
news is that the graphics ARE pretty fancy (though more about this 
in a minute) and. even more important, the game itself isn't too bad 
either. 

Wariordthrows you back to Celtic limes and has you meeting 
up with various Celtic deities, each of whom will grant you a gift in 
return for a small favour What these favours are I shall naturally 
not reveal , though the Pilgrim has to say that he would have prefer* 
red it if they hadn't been quite so obvious For example, if you 
come across a hare struggling in a trap, you're bound to FREE 
HARE , a ren 1 1 you? Oooopsl Me and my big mouth . . . 



frfhii M o b<>g in Wetfottf, If y rrtyi* go vglh!«t In 

I not* vur • reu fcnftw *4ikh path le 



About those graphics, though. . .You'll see some examples of 
them on these pages and there's no denying that they're quite 
special I don't, however, think that they're all that great an 
advance over previous Interceptor pios. almost all of which have 
been truly excellent from the word go. The another annoyance is 
that since they're stored as a series of drawing routines (rather 
than as whole bit-mapped screens, which would of course be 
impossible in the memory available) they do take some time to 
draw. 




► Thli HQi rtw mornr thing lo o Ru-rEm tojlday 
eornp to Crifk Britotn. Ouck out Wwhtdfot fvttiw 




When you do come across a really tricky puzzle, it's likely to 
be a linguistic one, and that for the simple reason that Interceptor 
Games insist on you typing in tie ver things like 'Jump into the boat 1 
rather than 'Enter boat* or whatever. This is all very well but it's 
rather frustrating not being able to solve a puzzle when you're 
rightly convinced that you know the answer and the only that's 
holding you up is the vocab. I admit, however, to a certain 
perverse pleasure in overcoming problems like this - and I 
suspect that others do too. 



Luckily, they only flash up when you first enter a location, bul 
you have to be careful when you want to recall a location text by 
typing LOOK, since this will force you to endure the picture 
drawing all over again. The best thing if you want to check out the 
contents of a location is not to type LOOK, but to dodge into the 
adjacent location and back again, which will of course reprint the 
desired description on the screen without boring you with the 
graphics firs I 

The other thing about the graphics is that there aren't an awful 
lot of them However, what you gel in quality you have to make up 
for by cutting the quantity. 

The Pilgrim has been known to be rather harsh on Interceptor 
games before Let me just say that if you like lots of text, they're not 
tor you. Descriptions are extremely brief, there aren't that many 
p uzzles to solve, and some of their games have been fit for only a 
couple of L hours playing unless you're a complete amateur - 
However , I have to admit that Warlord Looks like being one of their 
best yet. Armed with rod and staff, the Cowled Crusader was still 
battling it out after three hours, which, when you consider that 
fores/ ai the Worlds End yielded its secrets in under SO minutes, 
must say something for W&riord, 




ASHKERON 

Mirror*oft p £6.95 

Talking of pick-up-and-examine puzzlers. Mirrorsoft have just 
brought out a game with a plot that sounds as corny as they come - 
buzz off to the wicked wizard's castle and grab a few stolen 
treasures that must be restored to their rightful owner. 

Well hold it right there, fellow pilgrims, because this game is 
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rather more interesting than the plot might leave you to believe. 
First J Vs got some nice reaMime elements. Those of you who have 
played The Hobhit will be familiar with the r You wail. Time 
passes ./ type of message that occasionally flashes up on the 
screen when you don't bother to enter anything. This happens in 
Ashkeron r and is a sign that even if you're sitting back, the 
program is actually up to something Occasionally a slimy green 
dwarf will appear and brandish a dagger, which if you're not 
careful will soon end the game for you. 

But that's not all that's going on castle guards wander around 
and will if you don't keep on the move, chuck you into a dungeon 
which isn't easy to get out of (at least not without a bit of light to see 
by}- cooks. buLlers, and burly serfs will all indulge in (occasionally 
helpful) conversation and you can even talk back to them if you re 
feeling chatty . 

But perhaps the most striking thing about this game is the 
display. First, the text is nicely picked out in different colours, and 
second the graphics themselves actually scroll on and off the 
screen according to which direction you're going in. 

This is really quite a at riking effect , and although the graphics 
window is quite small and the pictures themselves slightly 
rudimentary it is still quite a thrill to climb up the north-west tower 
and see the rooms scroll downwards as you mount higher, 

In fact, quite in conirast Eo Robin of Sherwood, there is really 
some quite accepiable programming in Ashkeron, The keyboa rd 
beeps confirmation when you hit a key and some of the puzzles a re 
quite ingenious You can also play a 'random game' in which the 
various objects you need are randomly distributed, making the 
game a liule different each time you play, 

Where Ashkeron loses out slightly is in the scope of the game - 
there aren't exactly dozens of locations but what there is is 
excellently presented The game as a whole has a slightly naive 
feeling to il H as if it might have been designed for the younger 
adventurer, but don t let that put you off. I hope that whoever 
programmed Ashkeron brings us another game in the not loo 
distant fuiure - and perhaps he can improve the graphics jusi a bit 
to bring us something really special. 



IVIORDON'S QUEST 
Melbourne House, £6.95 c ass 

Adventurers all over the country still play CotossaJ Adventure in 
one of its many versions, so it's surprising that no-one has ever 
come up with the idea of doing some kind of follow-up... 

Well now someone has. The gent what programmed Classic 
Adventure (Melbourne House's version of the aforementioned 
game) has now come up with Mordons Quest, an "extremely 
complex text adventure", The plot is something of a blend be- 
tween Level 9 s s Lords of Time and Tolkien's Lord of the Sings. 
Borne frightfully superior beings have made a muck-up of things 
(superior beings always seem to do this, don't they?) and , having 
created a fabulous but rather ill-defined 1 machine' . have lost con- 
trol of it to an unprincipled colleague . In other words, the goodies 
a re in i rouble and you must sally forth and g rab the various parts of 
this 'machine 1 , thereby setting the universe to rights and getting 
your money's worth from Melbourne House. 

Talking of getting your money s worth, the Cowled Crusader 
had a good laugh over the beginning of this game. When old 
Mordon rose out of the floorboards and asked whether the Pilgrim 
would undertake the vital task, the rascally rod-bearer answered 
NO! Since this threatened to end the game there and then, the 
following message flashed up on the screen: "We would like to 
point out that, hopefully, you have paid good money for this adven- 
ture, and we suggest you start again and co-operate with 
Mordon," 

I haven t laughed so much for ages Having said that, though* 
there wasn't all that much to laugh about in the rest of the game, 
However, Mordon s Quest isn't too bad., it's text-only but the 
location descriptions are pretty meaty. There are one or two quite 
tricky puzzles in it, and the program plays quite a clever trick on 
you right at the beginning by dumping you in a maze from which 
there appears io be no exit. Well, the fact is that there IS no exit! 
Not, that is. until you make use of a certain object. 
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Bur, whatever the good points about Ihe descriptions. Uhas to 
be said that this game isn' t exa ctly state of the a rt when it comes to 
programming You can't enter much more than the old verb-noun 
inputs h and the program is a bi t annoying in that it doesn' t proper ly 
monitor your entries - for example, typing ' Examine Qweriy h 
gets the reply ' H You see nothing special "-butl reckon that it t saw a 
Q werty I d think it was quite extraordinary, Ah well 

Mordon *s Que^does however have a goodly number of loc- 
ations and will keep most adventurers, especially beginners, 
busy for a long time 1 don't however think it should be compared 
with the original Classic Advenmre the design of the game isn't 
nearly so atmospheric, and the puzzles not so original. but then 
you can t get much more original than THE original, can you? 
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Pilgrim Post; 



The Pilgrim l* delighted that 60 
many of you should have taken 
the trouble to write in and say 
how much you enjoyed the first 
column . Don" r let i i go lo my head , 
however* and do ploase remem- 
ber that if you have any suggea 
liotia (rude or otherwise) then let 
me know, t don't know about 
other adventure columns, but the 
Pilgrim appreciates correspon- 
dence and every letter gets read , 
even if it's only telling me that I 'm 
hi for nothing but iroll-fodder , 
Derek Makeson of Liverpool 
writes in to ask if we can print 
reviews of more games in the 
column and in particular do 'ret- 
rospective reviews' of games 
that are still for sale but which 
tend noi to be mentioned too 
often. He cites Erik th& Viking aa 
an example (programmed by 
Level 9 and available from 
Mosaic} and asks if it's worth 
buying. Wei I, firsi off. yes, Derek 
- ges Erik It 's an enjoyable game, 
noi least because Level 9 put a lot 
of effort hito researching the hte- 
lorital period (Vikings and what- 
not) in which the game is sei 
Some of the graphics are actually 
based on Viking artefacts and 
there's a lot of authentic detail in 
the text as well As a clean-living 
Briton, you find one day that your 
family and friends have been 
cb rt ed off by the Vikings , and you 
must Mt sail track them down, 
and release them. Definitely 
worth getting. 

As for more retrospective re- 
views, well - what do ihe real of 
you think? Drop me a line and let 
me know. And don't worry about 
the number of adventures we're 
covering* Derek. Right now 
we're in the prcvChi 'istmas-rush 
doldrums as far as new adven- 
tures are concerned, bur just you 
wait - the next few issues will 
bring you quite enough to keep 
you busy till your bea rd s as long 
asGandairsT 

Stephen Scanlan of London must 
be a desperate nan, He's been 
stuck by the riverside ixt ft&mrn to 
Edan for SIX MONTHS! Stop 
trying to get past that Leviathan, 
Stephen, and take a look out of (he • 
window - Vm afraid the men m 
wtute coats may be coming up the 
garden path! And when you've 
sa: them down in frontof the VDU, 
you might just glance at the 
Pilgrim** Clue SnifTing column to 
check out what you should be 
doing... 
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The Pilgrim Peeks... 
The Pilgrim Pokes... I 

: ' J 



People lend not to PEEK and POKE adventure programs to the 
same extent as arcade games, where ihe temptations of infinite 
lives are obvious and often involve altering only a single memory 
lottihon Ad ven lures are. however, susceptible to PEEKing and 
POK Eing fa r mo vt ng obj ects around , checking out undisco ve red 
locations, and generally indulging in a very healthy spirit of dis- 
covery and. . . well 4 adventure! 

So - if at any lime any of you budding programmers come up with 
some useful tips for us poor Pilgrims, then let us know. If you can 
move the snake in Colossal Adventure tiom the caverns to (he 
cottage then 1 want to know! 

Meanwhile, one obvious example of the benefits to gained from a 
bit of byte adventuring is cracking programs so thai you can, if you 



have a 664 . 6 1 28 . or 464 4 DDI, transfer them from lape to disc . 
The sad truth is that most adventure software houses do not release 
their games on disc. This may change in future as disc systems 
become more popular, but in the meantime, even if you can load 
Sorcery + from disc in a few seconds , you may si ill have to wa it up 
to 12 minutes for your favouriie adventure to load from tape. 
Annoying, isn* tit? 

Well, the obvious answer is to make a back-up copy on disc. At this 
point, the Pilgrim should make a very strong statement about 
ripping off programs - it raises prices and hurts all of us, so don't 
do it, I do not, however, see any reason why users should not 
t ransfe r ihei r prog r arris f r om one medium to another . so he re goes 
with some helpful hints. . . 

The f i rst thing you need to do to t ransfe r a game from tape to disc is 
find ou I what sort of prog ram i t is and whe re it lives in memory. The 
information you need is stored in the tape header, full details of 
which have been published in the Amsoft Firmware Manual (SOFT 
158) and to which you should refer if you are seriously interested in 
what goes on in Arnold's insides. However, to make matters 
simple, here's a brief program which reads a header from tape or 
disc and prints on the screen the information you need to know: 



my* header and report 
L9 REM load a tile hta»r 

29 MEMORY WW* ^ r ktv for t»*--^ dd * 

W INPUT "1>r.« » *• r " d w 



156 ' 

I4Q tAU boffP«d 

m ,^«H.t««-» « 

2,B PRINT -E«ecol>on »ddres* 
220 PRINT "Length! |HE>» 9 

276 DATA "5e , l* < «° ' 
I 288 OATA 
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To ran this program you need to know the name of the file con- 
cerned, which can of course be ascertained by using the CAT 
command. The program will then tell you where in memory ihe 
program begins, how long it is. and (most important) in the case of 
machine code programs if will tell you the execution address. It 
will also tell you (as the CAT command does on a tape-based 
system) what sort or program it is. 

Most adventures are stored on tape with a short BASIC loader 
program, saved in protected format (see page 2.7 of the 464 
manual), followed by a series of machine code files. You can 
ignore any files starting at address &CO00 because they will simply 
be loading screens. In most cases, it s the machine code (i.e. 
binary) files that you will need to transfer. A good example is 
Melbourne House's Cl&ssicAdYenfure, which can be simply trans- 
ferred as an auto-run machine code file with no need to t ransfer the 
BASIC loader. 

A problem arises, however, when you come across a machine 
code file with an execution address of zero. This means not that you 
should CALL 0 to run the program (which would reset the com- 
puter) but that the entry point for the program has to be supplied 
by the user at runtime. . . and in the rase of a commercial game that 
means supplied by the BASIC protected loader program. The only 
way to get round this is to LIST the BASIC loader program itself to 
find out how it boots up the machine code program- This involves 
cracking the Arnstrad protection system, which (although unfortu- 
nately ridiculously easy) we will not be helping you with. 
If you're not a machine code programmer, however, or feel that 
cracking the protection system is too much for you, then don i 
despair, Over the next few months, the Pilgrim will be giving you 
occasional short BASIC programs which will automatically trans- 
fer certain games from tape to disc, so keep a look-out. 
For the machine code buffs amongst you. just a few final words of 
warning. Most adventure files are quite long and tend (because 
they were designed for the tape-based 464) to overwrite some or 
all of the AMSDOS variables when transferred to disc. This means 
that you must either relocate AMSDOS (using KL 1N1T BACK) or be 
ve ry clever abou t h o w you m am pu 1 am you r data 

Next month, we'll show you how to transfer Robin of Sher- 
wood to disc - a boon because it s a brill iant game that takes ages to 
load! 



THE LORDS OF ADVENTURE 



or games) and want to 



Don't forget, if you*v© cracked a game (< 
make friend* round the country, then drop me a line on a postcard 
saying which adventures you can offer help on and giving the 
addxftn fetden should write to. The Pilgrim his often found that 
in fhli way adventurers can build up a large circle of Mends 
around the globe, and aO for the price of a stamp, so get 
scribbling,.. 

Meanwhile* Tony TreadweH (who may be known to some 
veteran KlgrEms as he has rescued many a poor aoul from Ihe 
Goblin's Dungeon and elsewhere) has phoned in to say that his 
Questline, a free adventure help service, w only too hippy lo 
answer cries for help from Amstrad owners. So, for assistance en 
nearly all games, check out the address and phone number that 
foQows. And don't forgei, whenever you write lo a fellow adven- 
turer for help, include a stamped, self-addressed envelope for the 

Tony Tread well, IT Headley Way, He&dington, Oxford. Teh 
OxfoTd68637 

Tony therefore beoomei the very first Amstrad Action Lord of 
Adventure - coma on you lot out there, write in and keep him 
companyl 

Colling all adventure programmer i.** 

The Pilgrim doesn't just want to review games from the big boys, 
like Melbourne House. Level 9, and so on He also very much 
wants to write about the games that you, the readers, have written 
yourselves especially if you are going to make them available in 
some way (perhaps through advertising in this amazing mag) to 



other readers So, if you've Quilled a game, or cobbled one log- 
ether in BASIC, or whatever, don't hesitate to send the Cowled 
Crusader a copy of your handiwork. If it 'a good, he 11 tell the 
world,., if it's terrible. welL, better to be pasted by the Pilgrim 
than to live in dull obscurity! So come on. make your mark on the 
world and let me know what you've been up to, , . 



ADVENTURE NEWS 



Kuma come-back 



Well, Kuma gol a nght Pilgrim 
Pasting in last month's column for 
daring lo produce Shadow of the 
Bore and North Sea Bunion Ad- 
venture, 1 know the games only 
cost £3 .95, but. well, what can t 
say? Still, Kuma are. as we know, 
capable of great things games- 
wise, and they're planning to put 
the record straight with The 
White Feather Cloak, a full-scale 
pics" n" prose number that will, I 
hope, restore their reputation. 
You may even get a book with it as 
well— Watch this apace. 



Holiday horror 

Melbourne House are still strug- 
gling with Lord of the Rings, now 
due out in November o r Decem- 
ber. Everyone expected to see it 
al the PGW show... and sure 
enough there on the screen were 
the most amazing graphics . only 
trouble being that they came 
from Lord of the Rings* the film, 
and not Lord of the Rings, the 
game. Ah well ;.i As it is. good oY 
Melbourne are still dishing out 
the goods - watch out for Terror- 
mohnos. a day in the death of Bri t- 
ish holiday makers on the Costa 
Toomucha Programmed in state- 
of-the-art 'Saucyvision 1 ; the 
game lakes the dirty seaside 
postcard approach right out of 
Manuel's back pocket and into 
your Arnold A Quilled text and 
graphics adventu re from the p ro - 
g rammers of Hampstead* this 
one will set you back £L9S, See 
next month's column (God will- 
ing) for the full Pilgrim 
treatment... 



Level 9 in paradise 



Level 9 are at it again. They 
always are, and for that we Pil- 
grims irsut I be eternally thankful. 
Next in line looks like b£ing The 
Worm in Paradise* ihird in the 
Silicon Dream trilogy (starting 
with Snowball and Return to 
Eden). Costing the usual £9.95. 
this game apparently defies 
categorisation, but we can reveal 
that it will be the first science* 
fiction- political adventure and 
could be in the shops by the time 
you read this. 



Set on the same planet as Return 
to Eden, you have to beat the sy- 
stem and reach Paradise. Sounds 
like game designer Pete Austin 
has really given vent to every- 
thing he's got on this one. which 
means it will be worth the usual 
second h third* and fourth glance 
that one gives vel 9 games. . , 



RamJom smasher 

News has reached the Pilgrim of a 
game that could be well be one of 
the smash adventure releases of 
1 98$ - 3 Days in Carpashia is due 
out soon from the Ramjam Cor- 
poration, a company previously 
responsible for bringing out an 
above average game on the 
Yecchtnim called Valkyrie 17, 

3 Days in Carpathia is a real- 
time game, which means that 
even while you sit back, the char- 
acters go on li vi ng the i r own busy 
lives. What's more, they are sen- 
sitive to your actions and will 
change their behaviour accord- 
ing to whether or not they ap- 
prove of what you do. 



Earthquake 

Interceptor, not content with 
Warlord, are going one better 
with Earthquake, a pics'n'prose 
game with, gasp H animated 
graphics. The brash work on ad* 
ventures has come a long way 
since The Hobbit . and Robin of 
Sherwood has one animated 
scene (a waterfall). It'll be Inter- 
esting to see what Interceptor, 
with their reputation for iruly 
Leon it do- esq ue screens, can 
come up with At the moment the 
game is in three parts" - as soon 
as they get their act together, the 
Pilgrim will let you know more... 
Meanwhile, if you enjoyed 
Heroes of Karn, you'll be de- 
lighted to know that Citadel of 
K&m is also on the way from Inter- 
ceptor, though sadly we may 
have to wait a while for it's prede- 
cessor Empire of Karn. Although 
this series te hugely popy ! ax , part 
of the problem has been that pro- 
gramm er lan Cray has moved on 
to business software,.. Shame on 
you. lanf When was the Use time 
you kissed a frog in a 
spreadsheet? 
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Jeff Minted PSYCHEDELIA \% now available for the CPC464, 
This unique and fascinating prooramme has b^en described as 

nieraclfve Ilreworktf-anyone who can handle a joystick 
&an create the most spectacular visual effects, from the 

nflnttf number of possibilities in PSYCHEDELIA. Your 
computer becomes a light synthesiser wtlh many presets', 
commands and variables programmed on the alphanumeric 
keya 

Available from computer retails or direct from 
LLAMASOFT AT 49 Mount Pleasant, Tadley, Hants RG26 6BN 
tPrice £6,00, 
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So youVe read all the reviews, and you're just DYING to get your hands 
on some of that software, right? Grieve not, dear friend. To coin a phrase, 
we have the power to help yon, 

Ton can buy ANY of the range of Arnst r a d games reviewed in this issue 
simply by popping off an envelope to our Aladdin's Cave mail order 
warehouse i What's more, by collecting our special vouchers - the first 
one's printed on this page - you can save yourself sums of money ranging 
from not-to -be -sneezed -at SQp's to gosh-wow-absolutely*uiibelievabIe 
pounds and pounds. 

Basically, each voucher entitles you to a 5% discount off your total 
order - and depending on how many games you buy, that itself could be 
quite a saving* But you can also collect the vouchers from different issues 
to increase the discount you're entitled to. Two vouchers equals 10%, 
three is 15%, and four will give you the maximum 20% discount. That 
means you can save a full £2 on a single full-priced piece of software. Not 
bad goingt eh? The savers table shows exactly what savings you're 
entitled to, and as you can see it contains some pretty big numbers. 
What's more you DONT have to add anything for post, packing or VAT. 
It's all included. 

So all you have to do is fill out the order form, and send it to the address 
below together with your cheque or postal order and any vouchers for 
which you are claiming a discount. Then just sit back and wait for that 
parcel.. 



► Fast ^j^H 



























How to use this table 

Thr ttblt i1to*i you id c lie nine whtl 
diitovAl f ou trt triititd is if feu tnelou 
fouchin with your crd»r All you hive m 
do il round up To the neprcj! pound 1he 
[bill 1 5>r* ■ dif-t OuflBI CQll Of IhO lOftWIPE 

flcy'ra buying. Find thii ligwt on ihe fop 
row &f thr tltti |nd then re id d^wn 10 
uo whu diicouni fou c*n cltirci for ono. 

mtS, Itiree ind tour lOuChcrs 
EXAMPLE Sujspos* fou have ordtircd rwo 
gtmti coiti If O IS tieh. Th c Mil pr t- 
diicobrri coil it £11 W Jhn roundi up To 
fit, Thil month fdu could enfcf und in i 
iingli tguchtL » fi*dmg down from fho 
tit figure 10 tli a lop row you will ite I hit 
rou iri ffltriSed to i SOp dutount Thit 'J I 
jun ibom but f° u hkI morclh'i iliot of 
Amiirid Ac I ion 
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Savings table 
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IMPORTANT 

► If you send in more than one voucher ihey] 
must be from DIFFERENT issues of ihe maga- 
zine - in other words Ihe maximum discount 
this month is 5% ► The games reviewed in 
this issue include details of puce and disk- 
version availability Although we've tried 10 
ensure ihese details are accurate, we can I be 
held bable for any errors which have crept in 

► If you want the disk version of a game, yon 
must mark this clearly on the order form - 
otherwise you'll gel a cassette Do check first 
thai a disk veisson exists and ensure you have 
the right price for si 



Post your completed order to Amstiad Action 
Mail Order, Units I (VI I. Imperial Studios, 
Imperial Road, London SWG Telephone: 01- 
731-4607 



|uRC 



URGENT ORDER... URGENT ORDER... URGENT ORDER,. .URGENT ORDER.. 



Addreu... 
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Telephone {if pontbta) T . + „.„*««*« M+ . + .™ + . + ™„ M *. 

I would like the following title*: 

Game Software house 



Retail price 
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Total cost pre -discount:, 

Amount of discount as revealed by Savings Table (only allowed if 
vouchees) enclosed): 

Amount payable (total eost minus discount); 

I enclose a crossed cheque or postal order for the Amount Payable made 
out to Amstrad Action Mail Order. Please rush me the software. 



f UNLOCK YOUR 1 



AMSTR AD 464/664 



A put A|#f\# # Tip* lo tipt tuck up uiility 
n VH OlXCT (Murt mi bt usitf f& infringe copyright tiwtl 

Multi colour display and so ve ry u sg r f r i e ndly. 

Gives full header details and choice of saving speed. 

Full on screen instructions and prompts. 

FREE Peep a code program, for finding the hidden 

words in adventure games, etc. 

Tape £6.99 



AM S H ELP # Trantlet lap* wsltwire to due 

Better than most, AMSHELP will even transfer ASCII 
files. Also automatically adds a relocator for those 
programs that overwrite the disc memory area. 
FREE Disc deprotector. list protected programs, etc. 

Tape £6.99 DJsc £10.99 



• The most porttrful Amtir*4 disc 
ulilitt lo dm 



AMSDISC1 

Powerful CPM style utility with many features making 
easy work of disc file handling. Including the 
unerasing of erased files. "No disc user should he 
without this utility" (Independent Amstrad review}. 
FREE Disc deprotector, list protected programs, etc. 

Disc £12.99 



Prices Include packing and postage 
Overseas orders please add £1 

INTERLOCK SERVICES LTD. 

123 b Brent Street 
London NW4 2DX 
Tot: 01*202 8727 




LOAD 
&RUN 



Send your Chequas/POs (Sterling only) 
or stamp and address for list to: 
LOAD & RUN, DEPT,NAA P.O. BOX 123 
DARTFORO DAI BAA 



RING 0322} ?3t28 FOR ENQUIRIES 

OUR POUCY FOR 19B5 IS TO PROVIDE SOFTWARE 
THAT EVERYONE CAN AFFORD. 
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THIS IS ONLY A SELECTION OF NEW RELEASES AND RECENT ADDITIONS TO 
OUR STO€X_ PLEASE R£NO FOR LATEST RELEASES 




MASTERFILE 

"A LANDMARK ... WITHOUT QUESTION THE BEST 
DATABASE I HAVE EVER SEEN", Tony Keodte for Popular 
Computing Weekly. "HIGH-CLASS AND EXCEPTIONALLY 
POWERFUL DATABASE". Phil Taylef for Computing with 
the Amstrcxi We will not argue with them. ff you hove 
filing/ retrieval needs, MASTERFILE will do the job. 
Published by AMSOFL available di recti v from 
Campbell Systems. Price; £24.95 (tape)/ £29,95 (disc). 

MASTERFILE PROGRAM EXTENSIONS to iink with 
other programs, such as TASWORD or to process 
your flies, fiM5/£149& 

DISPLAY LANGUAGE for dynamic 
eye-catdhing textual displays — 
£?,95/£1495. 

SAE for lull details of our CPC 
software. 

• All our programs run on 
CPC 464/664/6128. 

Pices include VAT qnd P&P onywtwe wmn 
Europe Sand your order to the oddross below 
with Daymen* mode <xrt to'CAMP&Eit SY$T|MS r [ 
tir f &JepJhane us with your Access or 
to€kJVCOfd number. 



MASTiR*CALC: the spread-sheet program which is 
taking the market by storm, offers 3000 cells, 
van able/ mixed column widths, split screen- super 
high precision, unique formula handling, and 
graphic histograms, Totally machine-coded, 
MASTEf?-CALC is fast, friendly and powerful, and 
comes with 40-page manual and tutorial. 
Published by AMSOFL available from Campbell 
Systems- See what the reviews say. Price: £24.95 
(tape) £29.95 (disc). 




CAMPBELL SYSTEMS (Depf A A) 

57 Trcp's Hill Loughron Essex IG10 1TD 
Tel: 01-508 5058 
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THE £600 — 

EXTRAVAGANZA 

Software beyond your wildest dreams in our ace Amsoft competition 





The Competition Games 

ROLAND EN TIME: An early Amsoft blockbuster. 83 
screens of pitfalls and platforms as you seek those 
essential crystals. 

SORCERY PLUS: This disk*based version of the wizard 
game has over 70 screens. A lot of people out there need 
help. 

SUPER PIPELINE 2: Keep that water flowing* Plug those 
holes, Where's that spanner? And look out for the 
lobster. 

A1RWOLF: Helicopters are bad enough, but 
underground? Let's get the poor scientists out of there, 
LORDS OF MIDNIGHT: It's about time someone came up 
with a way of settling that Doomdark's hash once and for 
all. Any offers? 

ROLAND IN SPACE: Him again. He's still got that phone 
box. and he still needs your help. 

Because this is a bit more demanding than yer usual 
stick-in*a-pin-and-wish- for-luck comp. I'm giving you 
longer to get your entries in. The closing date is 
November 25th and Blurb Writer's decision is final. 
Send the stuff to: Arnsofi Comp&tition, Amstrad Action t 
Valeside r West Street, Somerton, Somerset TA11 IPS 
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The section where your tips, pokes and 
devious game-busting ploys are relayed 
to the nation 



A* INTROonce you're used 
10 the gameplay it doesn't pose 
serious problems on any level 
But you should make it a matter of 
pride so collect every jewel. 

B. ROOMS 

Again, easy on the lower levels. 
On 4 and 5 there are a lot of 
fireflies around. You must deal 
with them by blocking, blasting, 
bamboozling or just dodging. At 
least the cave is near enough to 
the siart for it to be easy to 
practise on. 

CMAZi 

Time limit can be a problem on 
this one. You need to work out an 
efficient route to take you from 
the start at top left to the exit at 
bottom right, collecting every 
single jewel on the way On most 
levels ihe best way is lo start by 
moving down to the bottom of the 
cave, then right, then up agaui 
through the middle of the cave, 
then raghl , then back down Look 
out for boulders toppling off 
walls. 

D. BUTTERFLIES 

This ones fairly easy. Position 
yourself within one square of The 
first butterfly den, and on the 
same vertical line as a boulder. 
Choosing your moment 
carefully, button free the piece of 
earth separating you from the 
butterfly, and then immediately 
move up to the boulder and out of 
the way. so that it falls on the 
pursuing butterfly Collect the 
jewels and repeat for the other 
three dens Remember, your 
start point can either be 
immediately above the den. or a 
full square away on either side. 

Lots of different ways of doing 
this one The quickest and 
classiest, albeit slightly nsfcy, is 
depicted in the diagram, Wait to 
the left of the first den When the 
firefly just reaches the top left 
corner, move right straight 
through the den collecting the 
jewel DON'T STOP! Just keep 
moving through the next three 



dens. If your liming is right , you 11 
go straight Through unharmed 
What s more the last firefly is left 
bamboozled and actually blocks 
the others from chasing you This 
means you can take your lime and 
do the same thing on the bottom 
row. as is requi red on the h ig her 
levels. 

If you prefer 3 safer method, 
do ihe same thing, bul starting 
trom the right of each row of 
dens. You move left through the 
bottom of the den while the firefly 
is moving right along the top of 
the den, 




F# FIREFLY DENS 

On lo we r levels i t s possible to do 
this cave by blasting each firefly 
in turn. But a more elegant 
method is that shown in the 
diagram which works on all five 
levels, although the precise 
routes will alter each time 
Basically you create a clear 
circular path [clearing a space at 
th e bottom to start with may help) 
which is completed by releasing 
all four fireflies at onoe, ma dash 
from A to B As they make their 
way off round the circle you 
double back and follow them, 
collecting i he jewels (C .D P E, F) on 
the way If you need more than 
four jewelf , make your way to 0. 
making sure you block your path 
with a boulder- Then create 
another loop, making your way to 
H before dashing up to G and then 
coming back down to collect the 
jewels and go to the exit The 
main thing to ensure is that the 



Amstrdd Action's publisher Chris Anderson admits to 

having a dangerous passion for this classic game, 

brilliantly converted to the Am&trad by Mirrorsoft. Since 

it's one of only q very few games he's actually 

completed, we reluctantly agreed to let him outline his 

playing tactics. 

Fust shiing to remember aboul 

pUymg tou/dex D4sh ts to leave 

y qui self enough nmv Starting a * 

g ime i' say 10pm can have un <fK 

fortunate consequences for yom ▼ 

night s sleep 

Before you can je: ft rtCTF»Twr. Th^ 

anywhere you II need to become "SR t %S!^5lS 
very familiar with the way the da A 9 ° f d f lllMJ « rt, V 

different game elements behave Rtt 1 * dowri ?** x * P tle ? f 
eg the Sm that fireflies alwavs ^ !d f 5 «"f^g them to topple 
mrn left at , unctions while ffj ? ou ; ^ * u t re ^ 

butterflies turn r*M the fa* that £* v * f* ?? V v 9 3 
boulders will :opple off other *f for * ltey K h '* you KoTm f ^ tc , 
boulders jewels oV walls but not e *\ h B «* , t0 * P ll f ° f 

off a piece of earth You should ^ ulders ** Mf * T IO S J rl * fhe 
deveropto.if.ne^rttheioJlowing boltom and move u * *g * c ' e 
techniques dre nwny limes especially on the 

higher levels when Blistering la 
an essential Technique both in 
ume-saving and in reaching 
otherwise inaccessible jewels 



BLASTING: The thoroughly 
enjoyable action of blowing up a 
firefly or butterfly, normally by 
letting it chase you upwards 
through earth until you reach a 
boulder when you move left or 
right allowing it fa]] on the 
pursuing enemy 

BAMBOOZLING: Another 
satisfying way of dealing with 
fireflies create a rectangular 
path in the earth moving in an 
-itt: j clockwise direction as the 
tu*:.y chases vou :hen make 
your escape Ii II left running in 
circles Nowforatun downofThe 
II Mves bearing in mind that that 
tactics on each on*? may be altor 
on the five different levels 



BUTTONING: Th- UM Of the file 

Uittonto affect a neighbouring 
square withoui actually entering 
it There are numerous occasions 
when this wilt make your life 
much safer As well as coll**cting 
jewels this way, you can also use 
it sod tg earth or push boulders In 
addiuon all she great Boulder 
Dash players use this technique 
to go through the caves flashing 
exits This has no playing value 
but is definitely the classy way to 

BLOCKING: Another important 
way of staymg alive when bemg 
chased by enemies move 
horizontally under a boulder 
al! owing il to fall and block the 
pain Denuici you 
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loops you create are not blocked 
by boulders, or the fireflies wilJ 
double back and cause you 
problems 




G, AMOEBA 

It's awfully easy to panic on this 
screen, especially if you gel a 
fast-growing amoeba. You must 
sprint to the bottom of the screen 
and get blocking as fast as 
possible Don't clear too much 
earth at the very bottom, or 
boulders will just pile up instead 
of forming a wall It s normally 
best to complete one side, then 
do the lop and then the othe r tie . 
The last gap should always be 
blocked by Rocfcford himself 
This makes it a lot easier to colled 
the jewels that result. When 
collecting the jewels don t forget 
to do plenty of bu ttomn g 

H. ENCHANTED WALL 

Normally not loo difficult, 
although lime can be a problem 
on the higher levels, After 
clearing the space under the 
wall, it s wonh clearing a bit of 
space above it before activating 
the wait, because otherwise the 
enchantment may not last long 
enough, DON'T dislodge 
boulders one space either side of 
the wall as oiher boulders which 
land on these should topple 
inwards onto the wall. 

On ievel one there's an 
annoying firefly just above the 
wait - it's worth blasting it before 
doing anything else or it'll get in 
the way. Just use the pile of 



boulders immediately above it. 
I, GREED 

This oh-so-aptly named screen ls 
always good fun. Normally the 
right technique is to unblock the 
plug near the start, then move 
through the low. horizontal 
corridor collecting the jewels 
there, and on to unblock the 
right-hand plug. While those 
boulders are falling, come back 
through the corridor, get as 
many jewels as you can from the 
But heap of fallen matter. Then 
go up through the gap into the 
main cavern. Stan cleaning up on 
ihe left, then move right You 
should be able to go right 
through to the right-hand side, 
clean up there, and then move 
down to the second pile of matter > 
By the time you've gobble up all 
those jewels you should have 
enough to make your way to the 
exit, 

The one exception to this is 
level four, where you must first 
do the right-hand plug and do all 
the cleaning up you can. top and 
bottom. Then do the same on the 
'eft- hand side 

Buttoning is a very important 
technique for this screen, 
allowing you to collect the jewels 
other techniques cannot reach- 

J* TRACKS 

It s possible to solve this screen 
by creating a giant maze in the 
ea rth on the right i n the shape of a 
comb, then releasing fireflies 
and collecting the jewels while 
they make their way round the 

Bui an easier method is to 
bamboozle the fireflies one den 
as a time, by creating tracks in the 
pattern shown in the diagram 
From the start position, collect 
the four safe jewels at the top, 
the n clear ihe earth at A and dash 
o ut of the rock maze , making your 
way to B. Wait there until all three 
fireflies have gone past, then 
complete the rectangle, leaving 
them bamboozled. Repeat the 
process three more times by 
moving from C-D E-F-OH. 

Then. st your leisure you can 

r 



pick up the remaining jewels you 
need and make your way to the 
exit. Even on level 5 you don't 
have to collect the four jewels 
protected by no less than nine 
fireflies, although it s worth 
trying just for fun. 



K. CROWD 




This screen is one 

you sometimes see Bouldardash 
players staggering around 
clinching handfuls of their own 
hair It's chabolicaUy difficult -the 
large numbers of boulders, and 
small size of certain gaps, make it 
tremendously easy to get 
trapped. On all five levels you 
must collect the six jewels 
positioned approximately as 
shown. There are however six 
different places where falling 
boulders can block off the route 
you need to go - they're marked 
TI-6 (the T stand* for trap!). la 
gene rat you should clear as mu ch 
earth as you can below these 
traps 30 that the boulders have 
space to fall into. When collecting 
jewels D and E you must be 
especially careful not to dislodge 
a boulder as just one falling is 
likely to block your exit . 

Here's The order in which 1 
colled the jewels on each of the 
five levels. 

LEVEL I: B-C-D-E-A-F. The fad 
that on this level two pieces of the 
right-hand diagonal wall are 
missing, means that after 
collecting jewel A , you can move 
straight up, clearing earth as you 
ga collect F. then get back to the 
exit without getting trapped 
LEVEL 2; B-&D-E-F-A, On this 
and higher levels it's virtually 
imossibie to avoid getting 
blocked at T6 - so you have to use 
a firefly to blast your way through 
ihe diagonal wall. 
LEVEL 3r B-OD~A*E*F. Very easy 
10 get blocked at Tl - clear 
maximum space below it and be 
careful how you topple the 
boulders piled below T2, To get 
the last three jewels, release the 
amoeba placed just right of T6 
and use it to blow a hole through 
the diagonal wall aiTS (there are^ 
boulders positioned handily 




there}. Then clear out the space 
thoroughly below the hole 
before collecting the last three 
Juweli. 

LEVEL 4 B-G-A-D-E-F Jewel B 
appears impossible to get 
without getting trapped, but it 
isn't! Extracting it involves deal- 
ing all the eariti to the dgh t of the 
jewel toppling a few boulders 
and then blistering down to the 
jewel. 

Afte r collecting j ewel A ym mum 
move up and clear the earth 
under ihe diagonal wall below 
T4. Then make your way to jewel 
D by moving I ell ABOVE the 
horizontal middle wall and then 
up through TZ This avoids the 
deadly dangerous operation of 
having to free a completely 
irapped hi eQy below left of T2 
Next free the firefly at T3. collect 
jewel E and use the G refly to blow 
through the diagonal wall at T4; 
LEVEL S. B- Gf D -E-F-A. This one's 
riddled with fireflies which, 
fortunately, you can turn to your 
advantage. After blistering down 
to get B, you can use the firefly 
guarding jewel C to blow 
through the vertical wall to the 
right of the jewel. TWs allows you 
si raight through to D + and you can 
then repeat the trick/using a 
firefly just above T2 After thus 
blasting th rough to E . yem can do 
the same again with a thi rd firefly 
below E to gel straight through to 
F Then go all the way bade round 
to A which looks impossible to 
00 lied, but again , there is a way , 
using buttoning and blistering 
techniques If you can' t discover 
It. you'll have to use ye! another 
firefly co blow up seme boulders 
left of A. If* possible to complete 
the screen on this level with two 
minutes to spar el 




L WALLS 

Another screen which involves 
plenty of blasting. On four or ihe 
levels you simply have to blast 
through three vertical walls near 
the i r bases, working from right to 
left. The exception is level 2, 
where you have to skip the first 
wall* and lead a firefly down from 
the top to wall 2. 

A complication on some of 
the levels is that it s quite hard to 
position boulders correctly for 
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dropping onto the fireflies. A 
certain amount of boulder- 
pushing is required, 

On one level - level 5 as [ 
remember - there's a nasty little 
trap at thg exit - it's all too easy to 
get yourself sealed off. so 
beware, 

M. APOCALYPSE 

^reai fun, this one. There are 
numerous techniques, but for ihe 
greedy one stands out. Dig a 
large, vertical-sided cavern 
above the wall sealing off the 
butterflies, making sure it 
connects to the amoeba. Then, 
starting from the top left or the 
cavern, create a clear path down 
to the butterflies. Run along the 
bottom of the screen, allowing 
the butterflies to escape up the 
path, enter the cavern and 
contact the amoeba. If you wait a 
bit and then enter the cavern at 
bottom left, you should be able to 
reap a very rich harvest. It's not 
difficult to collect 1 50 jewels or 
more. 



N. ZIGZAG 

{Note , not called Eigwag as in the 
Mirrorsoft instruction leaflet!) 



Many consider this one of ihe 
hardest screens, but the 
technique shown in the diagram 
makes it relatively easy . 

You start by creating a small , 
diversionary maze on the left of 
the screen, then tunnel along the 
top of the cave* down, and then 
left underneath the six boulders 
causing them to fall one space. 
Continue until you link up with 
your ma&e, then double back to 
position A, and move up the 
position indicated in the 
diagram. 

Now you must release all six 
fireflies using the buttoning 
technique - button down at the 
right moment and immediately 
move right two squares Repeat 
six times This is quite easy once 
you've got the liming right- The 
fireflies will rush off left P allowing 
you to enact your coup de grace 
push boulder A to position A 
thereby sealing yourself off fr 
the fireflies! 

You can now blow u 
butterflies one by one at your 
leisure , Lead B6 to boulder B . 5 to 
C, 4 to D and 3 to E On level one 
ihal s enough. By level five you 
also need to use boulder F. 
thereby allowing fireflies back in 
and creating a hectic last few 
moments. 
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O* FUNNEL 

On some levels th is cave is almost 
impossible - I consider the funnel 
on level 4 to be the game's 
hardest screen. Conquering The 
cave is a matter of working out a 
very fast way of clearing earth 
inside the funnel, then getting 
down the bottom and clearing 
earth below the wall before 
activating it On the higher levels 
there are numerous fireflies to 
oomend with including, on level 
4. one which is solidly encased in 
earth . yet must be freed. Just 



make sure you stan the cave with 
plenty of lives* 

P, ENCHANTED BOX 

A matter of learning a route 
which will allow you to achieve all 
that must be done in the limited 
time available. On higher levels 
there's often a shortage of 
boulders above the boxes, soyou 
may have to push or topple some 
into position. Hard to give 
specific tips beyond that - if 
you've reached this far, you 
shouldn't have too much trouble 
cracking this one. 



it'ifl Vq the righl and your 
e aligned one J notthT to 
) large*. You inouid be 
eavt t«otorgctv pe* 
ptimei ihree. Thh meant 
ie iWted you can teitd 
id we all Of Them in 
ff far irevv to get a really 



J PENIS 

SSSg* 



Breakout from the Beach-Head 



STAGE 1 : A4 woyv go through ihe 
hidden postage ?n prefer enee io a 
prolonged baitle wiih fighteri. You're 
bound lo loie vhipi agaimt the ftghren 
but with praclkc you can get your 

ihipi through ihe pottage with minimal 
tat* 

STAGE 2: There are two teniae 
route* thiough ihe channel, one up 
each vide. Both routes are r ela lively 
umple Ot the bottom of Ihe vcreen bur 
g^t tough nnpr 1t>p ?qp where yaw 
hove to squeeze by mines and go clave 
to the ciilh from where rhe torpedoev 
appear, Thiv meant you con chug 
along happily avoiding lorpedoe* on 
the bottom hall ol rhc icrctn. On ihe 
lop you need fa tint? yourieif up and 
*ote Through wilh your fin gen crovved 
rhqi a lorpcdo doeuVt appear juvi ov 
you pavt 

appear Uom ihe charwiel 10 ai to 
enqacjp ine enemy fleet ov cEoie to the 
land o\ poviible. Angle your gun* 
midway between Hve Mec* arid the lop 
ol me ween *o that you can ^hoof ihe 
incomlftg planet b*fore they r eleove 
their bomb v Thif position lhautd alio 
allow you to gel ihe reconnaiiancc 
aircrafi that aie worth goad painty. If 
a plane geti po*t you lectve it and 
concentrate on ihe incoming crcf I, 
bv<auve altering ihe elevation of your 
gvn iv time -consuming. 
STAGE «4: The aircraft carrier trie* to 
eicape and ihoutd be lunlj f irvt for a 



mavui*e banw. Next lafee out the i wo 
divtoni baiileihipi thai ore viewed 
head on ai either vide of the vcreen. 
Th«ve are very dongerouv and can 
rake out vhipv quite faif if youCOfl't 
find rho range. Ga far ihe j ."vp on rhc 
rrght/thal alvo ",helli yoi/ # ne«rand 
round oH wiih the aJmoit harmresv 
i irttbucket in Ihe middFc of ihe screen. 

STAGE 5: Having gal ihe ecuy fail-- ou' 
of the way ihe hard loMt now McrH, 
The tan^ run h in p^eudo 30 # but dan p t 
be fooled - if Ihe pixel* of your tank 
Overlap anything it"; bye-bye arrnouf' 
plating. The gun emplacement* rfvor 
appear con only be tearnt by 
experience, but Ihe moit importani 
onev ore in ih c middle of the tfreen. 
Onco you know where ia ex pec i ihem 
paviiionj your&elf and looie off a shell 
before rhey e*en appear on vcreen. 
They may not appear an thai r^n but 
t>ei?er vafc 'hnn a hepp of Iw^vled 
burning wreckage. 

The orher tonx iv loughei becauve 
■ i mavevup and down with you. To 
lalce him oui you have Eo dodge iniide 
one of htv bulteiv and hotd your caurve 
lill heH Kit, Then rapid evasive action iv 
needed To avoid the vheH which he will 
hove had lime io fire. The o? her major 

prob^cn-i iv thp loM ggn Phal p ,omeriimeT 

blockv t^e bridge - you have to get 
thlt early or ihere'ino woy you'll gel a 
crack at ii clover in. 
STAGE At K uVv Lm the important 
th^rvg to remember iv Phal your vhellv 
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TM 



( WHO ARE YOU? 

WHERE ARE YOU? 
WHAT ARE YOU GOING TO DO? 




Ail Intriguing text graphic adventure! 

Von remember nothing. 
You Ye on a deserted beaeh. liul which beach? 
You're going to find your lost identity no matter what price you have to pay. 
Your perilous journey of discovery takes you around the world as it leads you ever closer 

to the truth about jour missing past. 
With a little help from the mysterious Condor, you move 
closer to the faceless betrayer who left you to perish. 

"...superb graphics, in fact the best I've seen" Home Computing Weekly 

TM MfOdsftadow ts a tt.idcm.ifh, of AcIivtsmjo trie 
TM" Etattbta/er is a irademarti o* Lutasfdm Game*. 
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Trouble In Store for Herbert 



Spectrum 48 K £9.95 
Commodore 64 £9.95 
Amstrad CPC 464 £9.95 




3* 

U J 



PUNCH POWER 

JJ "«Ty former* m ^ ^ 
numbers were erne £KS»!5 




CAN A Df AN CRUSH ER 

pund)e * to his head 

m^. . ' . rtes got no Answer 
Watch out once you've imaZEZi 
him dow, because * 
straight »P with Ttoa^T, 



22 J"" k 5*P throwing eve^ 
^lofpuflchathimunnirl.S 
S2.2 Mn9th 0r um " you down 
him ^ Um M Watchoui for ^ 
kUterattackagam - hiskick piw 

?uT?ir chpo,mirouah ^ 

I 



bit ot insulation and a certain imp 
the world 

fuscwiie 

HOW TOBUILD A WALL . N vOUT o not off tothe 



1 







Not a lot ro this tt^n ^ 

^P fft ™^g rights rohi^Ci 
and youii soon have KOainJJSk 
(o take him out with * uairan «* 





A^wau^ J CL3JOC8FB 
he nel ^ your 9U"^ clowns 
Jenever goes for your head. 

K?,m ( K ais * shw « u ^dleth.m 
probably won t manage , 0 ger a 

within the three minutes 




rcENCHJE-I^JNM^e 
Our friend from over thecham 

wK Tflls ls ""P^ictable bur 
when he st a m winding „ up w* 

-me wh,le y ou wan fo £m 
throw it but it a saf er m ,c 



RAV 




Tmsguy lS reaity t oughand (here 
Wta ►him out as We iJ as one £ 

methods for deaJmg w,ih h 1 

%htsto,heheadpl u 9 , a T;L h 2n 
he drops his right hand As ^ 

alternate, or addition hL^ 

P^ctang provides an^S? 

ANTIPODEAN AN n y 

duS, ^ Ke throws this 

couid get very frustra.ed with 
mrung the canvas. 

gotb^s'f^' 8 *^^^ 
got outs l. Thompson of SohhulJ 
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can do even better Here sr 
lips and codes for dealing Willi 
Peter Perfect I 

PETER PERFECT -FPQHL1C16 
Hit him twice To the head with the 
lefi. then iwice with Ehe nghi 
Watch his face when you knock 
him down. He blows kisses to the 
crowd so that yon can't hit him btr 
keep punching and you 11 hit hirr 

I whan he finishes 
PETER PERFECT again 
OEOIIBNB6 
He s better this time 




Be a Karate Srnarty 

If you're suffering from violent stomach pains, an aching 
head and severe bruising all over your body - fear not 
Our resident medic Dr. Bob Wadecan give you a run 
down on how and when to use all the moves in Way of 
the Exploding Fist 



0^- 



The first thing to remember is thai 
its essential io finish your oppo- 
nent off quickly and not worry too 
much about whether you use a 
high scoring blow 
This is because you may 
get caught out trying a 
complicated manoeuvre 
when a simple fast one 
could provide over 2,000 
bonus time points 
FORWARDSWEEP: this is a very 
useful move in early bouts (up to 
2nd Dan) It can be executed from 
the crouch position, [hereby pro- 
tecting you against many offens- 
ive blows Cars be used from dis- 
tance on your opponent's front 
Coot or closer m on his back foot 
Still of use in later bouts but com- 
puter responds with attacks and 
evasive action of his own. N.B. 
Quite a slow move leaving you 
vulnerable against better 
fighters 

MID-KICK another efTecnve 
move early on, delivering a kick 
to the midriff This is another 
move where your distance from 
the red fighter is not thai crucial 
and the early opponents aren"t 
fast enough to respond to it. More 
sk illed men often reply with a fas- 
ter attack, resulting in a simulta- 
neous knock-down or you being 
beaten Like the forward sweep it 
should be used spar ingly in later 

bom* 

FLYING KICK: this is a specta- 
cular, high-scoring and effeenve 
move that brings dividends at all 
levels. It can be performed at 
some distance from your oppo- 
nent and when sucessful gives 
many points, It can be blocked, 
though, and this may leave you 
close in and vulnerable, In this 
situation you'll have to be ready 
with a quick punch If your oppo- 



nent tries one of these respond 




quickly with your own and catch 
him with his guard down . 
HIGH JAB, LOW PUNCHES: these 
are used close in and are very 
effective but leave you wide open 
fo a counter. If another move has 
taken you in close a quick jerk on 
the joy stick wilt effect a high or 
jab kick This is useful for ad van 
ced oomfaat and can be practiced 
on the early fighters by just wal- 
king up and letting them have if 
The low punch is executed from 
the crouch position, providing a 
surprise variant il you've been 
using the forward sweep a lot. 
After getting in close don't try to 
walk or somersault away but in- 
stead continue forward and turn 
round - it's much safer . 



FORWARD SOMERSAULT, HIGH 
BACK-KICK: these two should be 
considered together since they 
combiTp to make a very stylish 
attack When you're in mid -kick 
range of the enemy, forward 
somersault so that you're stand- 
ing behind him, then just let him 
have a back-kick. This should be 
performed as all one move and 
when you judge the distances 
right looks great. 
BACKWARD SWEEP- this is an 
alternative for use after a forward 
somersault and requires you to 
be less accurate than a high back - 
kick. It's also much safer because 
you are less vulnerable to attack. 
ROUNDHOUSE: very specta- 
cular and a good scorer but re- 
quires very accu rate positioning 
It can be used both in front of and 
behind and opponent but you 
have to be in exactly ihe right 
place to catch the side of his head 
with your foot. Defensively this is 
a good move as well since most of 
your body is out of the way of an 
attack while performing it, 
SHORT JAB KICK this is a real 
beauty for catching the computer 
in the middle of a move. It is very 
fast and so if the reflexes are 
sharp enough you can whip in a 
quick kick, crumpling him in 
mid-move. 

BACKWARD SOMERSAULT; can 
be used I o retreat some distance 
but Later opponents are good at 
caichi ng you in mid- flip, crashing 
you to the ground. 
BLOCKS: these can be handy for 
stopping an attack but beware 
since holding a block can leave 
you wide open It also may take a 
crucial split second to drop a 
block and move or attack 
yourself, 

CROUCH: valuable position for 
sweeping and low punching from 
but watch out for attacks when 
you rise from the position You're 
fairly safe (not totally) while 
crouched but on the way to a 
standing position you're a sitting 
duck 




BEAT BLAGGER 

Blagger from Alhgata/Amsoft 
features a demo mode which 
shows all the screens. G.Upton 
from Telford told us how to get 
into them As the screens go by 
press A , D.G J and L keys simulta- 
neously followed by ente r to sta r t 
the game and, hey presto?, you 
start on that demo screen Now 
you can play all The screens with- 
out completing the other*. 





Hfgh Score Names 

G. Upton also sent some words to 
type into high score tables Try 
Dark Sur on the Dark Srar 
score table from Design Design 
and "Hugh 1 " on the Sorc&ry uble 
For Dark Star and Tankbusms 
There are several other words 
that prompt responses so why not 
see if your minds are as weird as 
the guys at Design Design and 
experiment a little 



3S! 



Starion Codes 

Andiew W.itts of Wolverhamp- 
ton lots us in on the S'-trwn code 
words Tor grid one zone one And 
whore ;o drop ihem off 
BIBUIqoesiozone9 
STARION iozone3 
ELECTRICITY 10 zone 3 
m.ATlViTYiozone2 
EEC to zone 7 
DIAMOND to zone 6 
RHODESIA :ozone^ 
TELEGRAM to zone 1 
ASPIRIN* to zone 5 
These combine to make the 
password REDBREAST 
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DYNAMIC DUO 



Roll over for a bumper bonus prize 

Mein Gottlieb! I almost Fitted when I saw this one. You could've 
knocked me down with a flipper etc, etc* I've never seen anything 
It ke It, Not f o r a whil e a n y wa y J mo g ine - with a I i t H e he I p f ro m P SS 
we're awarding 50 copies of not just one, but two, oce games. 
The Covenant is o 25 6- room ofcode adventure that features 
unusually attractive graphics and tons of tricky puzzles as you try 
to stun o host oF animals and then re populate your planet. 
Macadam Bumper is the one and only pinball simulation and 
construction set available on the Amstrad. If i a French import, but 
none the worse for that* In fact, ll*s fantostique. If you win a copy 
here youll hove a chance to win a real pinball fable - PSS are 
offering one for the best table design created on the game- 
So if you want to get your mitts on those flippers and save a dying 
planet, get a load of the questions below. Rut first read the 
reviews, because otherwise you won't hove a due* 



1 k Whot do you need to shin animals in Th& Covenant 

a. A key 

b, An anaesthetic 
c + A hammer 

2. How many of each type of animal are there in each section? 

a. 3 

b + 4 

c34 



3 + How do you earn specie I bonuses in Macadam Bumper? 

a. Score 50000 points 

b. Knock down all targets 

c. Insert another 1 Op 

4, How many balls does each player get? 
o.4 

b, 5 

c, Unlimited 



Just write the number of the question with the alternative you think 
Is correct, e.g. 1 a, on o postcard or the back of an envelope and 
send It tos PSS Competition, Amstrad Action, ValesidB, West 
Street, Somerton, Somerset TA i J 7PS r 
The dosing date for entries is November 1 5th, 
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Fruity Frank 

54,090 Robert Shepherd, Eunon on Sea, 
6.950 Andrew Clemin&on* Doncasier. 
6,3 10 Ben Learn y, Upminster 

Ghoatbustere 

208.400 Gary Suthar land, York. 
84 J 00 Neil Macdonald. Bromsgrove. 
65,300 Mark Burns, Telford 

Grand Prix Rally]] 

32,200 Ian Ridley, Blundellsands. 

Harrier Attack 

505,750 Ian Cousins. Winchester. 
368,000 Simon WesT K North wich. 
225.1 00 HarpaJ Kooner, Birmingham 

Hunchback 

000.000 Kevin McKeown Jnr, Armadale . 
180,150 Matthew Chester. Louth 

JetSei WUly 

1 35 items Ha rpal Koone r . Bi r mingham. 
Killer Go nila 

13 1 .000 Ian Dunn. Cannock 
100,900 Ian Ridley, Bhindellsands. 

Knight Lore 

82% (14 charms) Martin Luise. Solihull. 

Kong Strikes Back 

44.900 John Gigney . Chelmsford. 

Luftrwup 

36,500 Jonathan Newcombe, St, Albans. 
O h Mumm y 

3.2B0 Frank Perkins, North Leeds, 
920 Sanjeev Patel. Loughborough. 

On ihe Run 

60,000 Ran jit Singh, Queen's Park. 
Py] aitiajaitia 

99% P, Wilson, Dunfermline. 
92% Mat Brown, Exeter 
92% Michael Ross, Seaford. 

Raid 

229 , 250 Bob Wade, Somerton 
Red Arrows 

6S P 4l6S.Glendenning, Darlington 

Rocky Horror Show 

12 pieces Jason Bloomfield, Ipswich. 
9 pieces Amanda Grie ve, Houghton Regis 



Roland in Space 

34 pieoes Jason Bloomfield. Ipswich, 
Roland in Time 

86 crystals Matthew Paine, Wymondham 

Roland on the Ropes 

75,900 Brad Ho warth, Bristol. 
72.000 Michael Toone, Derby, 
58.200 Richard Swan, Margate. 

Sorcery 

97,949 Ralph Turner, Newport. 
97,000 Simott Dean. Rutland. 
96,400 Aniony Critchiey , BrackneU. 

3D Stains trike 

1 .650.300 Mark Burns. Telford 
1 ,500.000 Ian Dunn. Cannock 
1,424 H 050 Robert Shepherd , Sutton-on-Sea 

Super Pipeline H 

260.325 Amanda Grieve. Houghton Regis. ^ 
■ 43,340 Lee Gatiss, Margate 

The Way of the Exploding Flat 

662,300 (I Oth Dan) G D HoUoway, Brockley 
510.160 (9th Dan) Mat Brown . Exeter 
220,000 [7th Dan) Mark Mamone, 
Peterborough. 
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A Wah-score table 

. .vet ***** Nov- 

Y °° « ^oye«- "^MU* SCO ' e L u W have be*" 
tco.e " °r, 5 » « V» u month'* >"« e ' 




How you can 
take part 

[f you' re unimpressed by some of 
these scores, don't jus I sit there - 
send us yours. 

If you are impressed by 
aomo of them . why not gfct to work 
on bettering them? All it take* is 
practice. 

If you're so impressed by a 
score you think if» Impossible* 
you can actually challenge it 
using the relevant section of the 
form below. We've introduced 
this feature, unique among high 
score pages, to try to keep a 
check on the very tiny minority of 
players who don't mind exager- 
rating just to see their name m 
print 

All seri ous challenges we r o 
ceive we will print, shifting the 
onus of proof back onto the per- 
son who originally claimed the 
score. Could lead to a few lively 
debates, but it's all good fun. isn't 
it 

To qualify for printing, a 
challenger must give a clear re- 
ason why he thinks a score is im- 
possible - and don't forget, a suc- 
cessful challenge will bring you 
just as much prestige as being 
champion scorer on a game, 
FottQS this page! 



THE ALL IN-ONE ACTION ENTRY FORM 



I 
I 
I 
I 





Fill m as much of the form 
as you wish. Then cut out 
the ENTIRE form (even if 
you've only filled in parts of 


IMPORTANT 

Don't forget to fill in this bit! 








Age 








it) and post it to; Amstrad 
Action, Valeside, West 
Street, Somenon. Somerset 
TA11 7PS. 


Address 
















Telephone mimrwr 






High-score challenge 

1 hereby challenge ihe following high scores printed in Amstrad Action: 






1. 


GAME 


SCORE 






t think the score(s) impossible because : 





High-score entry 



I would like to register my high-scores in the following Amstrad games: 
GAME SCORE TIME TAKEN 



1. 

2. 

3. 



I promise these are genuine scores achieved without using cheat methods. 
Signed 



SPECIAL 



OFFER 




COMPLETE \ 
COMMUNICATIONS 
PACKAGE! £129.95 



All you need to hook Into the exciting new Amstrad database 



So,.. you want to get your Amstrad, or. -line? 
Here's a brilliant way of doing it . Wc " re off c r - 
mg Amstrad Action readers art exciting com- 
munications package which contains every- 
thing you need to link up Arnold to the out- 
side world. 

It consists of: 
■> The Skywave Software multi-port inter- 
face - our reviewers concluded it was the 
moat powerful telecommunications interlace 
available for the machine. 

* A Datatech VX 540 (Thorn~EMJ) Modem 
2000 - connects your machine to the tele- 
phone By stem allowing you to access massive 
databases such as Preaiel which includes a 
new section specialty for Amstrad owners. 
► All connecting leads and documentation, 

* A £10 voucher for your first quarter's sub- 
scription to Prestel micro-computing. (All 
you need pay is the £6. SO fee for general Pre- 
stel us^) 

This package is especially suitable for 
anyone wanting to hook up to the new 
Amstrad database being launched onPrestel 
micro-computing by Viewfax and Micronet. 



The Skywave interface is currently the ONLY 
one approved for use with this database and 
capable of down-loading the free software on 
offer. Bought separately iho interface costs 
£S& JS H so it's definitely worth buying it as 
part of a package, (The modem and other 
items bought separately would cos! al leas! 
another £60). 

In addition to accessing Prestel. you can 
use the modem to communicate with the 
growing number of private bulletin boards 
which operate on 1200/75 baud. This is fast 
becoming the national standard, However 
some smaller bulletin boards still work on 
300 baud, and you should note that the 
modem in our package is not able to access 
these. It is however a British Telecom appro- 
ved modem which has proved reliable and 
easy to use. ft is NOT an acoustic modem - it 
plugs directly into a standard BT phone 
socket, and contains a similar socket into 
Which you plug your telephone for dialling 
through lo the database of your choice. This 
arrangement ensures more reliable transfer 
of data than an acoustic modem which simply 



listens to the noise coming out of you* tele- 
phone car-piece. 

The package will be sent to you direct 
from Exeter-based Modem House, ono of the 
country's largest suppliers of modems. 
Meanwhile if you want to get on with applying 
for a subscription to Prestel microcomputing 
so that you can get on-line as soon as your 
modem arrives, why not send for an applic- 
ation form from" Micronet 800. Durrani 
House , 8 He rbal Hill . London EC 1 R SEJ. 

And if your modem arrives before 
you've joined Preaiel you couJd always try 
dialling some of the following free 1200/75 
bulletin board numbers: 0224-641583. 0734- 
786S6B, 01-863-0193, 01-341-7840, 01-609- 
3931, 0626-390014. 0493-781 334, 0268-736953 
0372-421 196, 06O3-3B97S3, 0277*228867, 
0936-77025 . 0224-641066, 061-736 3449, 01- 
94M285. 01^46-7150, 0M4O-SQ17, 01-888^ 
8S94. 01-679-6183, 049249194. 01-631-3076, 
01-60&4194, 0392-53116, 0734-7SS63 , 026^ 
221 77 h 

Only one question remains - can you 
sist the lure of the hacking bug? 



Communications Package offer form 

Yes please. 1 would like to order the complete communications package as outlined on this page. 
My computer is (please circle one): CPC-464 CPG-664 CPC-612S 
I enclose a cheque for £129,93 made payable to Future Publishing, 




Game chart voting form 



mm 




1 I would lU 
GAME 

1 


t» to vote for the following gime(a): 
SOFTWARE HOUSE 


NO. OF VOTES 


?. _ 


























Total 


Bomber -of rote* = 10 



Serious software voting form 



I weald Hke to vole for the following pi*ce<«) of 'leiionf loftwin': 

SOFTWARE HOUSE 



1.. 



4.. 
S. 



NO. OF VOTES 



mmk»M TOtes = 10 




AMSTRAD ACTION READERS' CHARTS! 



Vote, hare b««n Hooding in for bom the 
gam** and serious software charts and (he 

top programs in both have oomeas nosurpr^ 
ue at all. The top two games are Sorcery r+) 
and Th« Wtyoftho Exploding Fist, the two 

monstersoUertonthoAmttrsd.wayaheadof 
the rest. 

We lumped the two versions of Sorcery 
together because one ia just an extension of 
the other. The chart will come as no surprise 
to Paula Byrne of Melbourne House who (old 
us that n« was the "best selling game on the 
Arostrad ever" surpassing even Sorcery 

Wt™<« rolled in at numbers three and 
four with their blockbusters end the classic 



£2 flg***» G«?»Yl« at number five 
Alter that there wasn't much between the 

^M,asyoucanse*lromthei>erc«ntageof 
the total vote they each got, but aTthebS 
names are there and from your enttmsiiS 
reaction to them likely [0 remain*©. 

My feeling is there will be* new number 
one nut month and plenty of big new game, 
toreaterung to score welL Ocean, US Gold 
Artisoft and other* all have .tunning new 
games out to capture the Christmas market 

Tl *Tw CB i ie * £rom tiu » m °^ , « reviews 
S be a bumper Christmas for *ma^ 

Amstrad games software. 

The serious software chart had a run- 



•way victor la Mini Office which offer* as- 
tounding value for money. Also well up were 
Scrtwt Designer and Tisword. There are 
lota of different utilities and serious 
programs in the ten, showing (he wide range 
of software that Arnold user* enjoy using. 

Word processors, art program*, com- 
piler., databases and assembler, all appear 
tojhetoptenmakingaierrificspread of inter- 
est. The response to both charts show, that 
*«*trad users like to give their machines a 
rearworkout both with games and serious 
software. 



-AMES TOP 20 



|L Sorcery/Sorcery + 
L The Way of ifco Exploding Flat 

1 3a Knight Lord 

Homme e*o 

1 4. AlienS 

5- Dun Daiach 

Ottfayltfl OS) 

&_ BoulderDash 

7. Frank Bruno's Boxing 

One (£4%) 

8* Beach-Head 

U506sd{2-4 a >> 

9, Daley Thompson's Decathlon 

lO.Starion 

11. let Set Willy 

12 .Dark Star 

DHi^nDni^f] 6**) 

13. 3D Star Strike 

i4:ri9ht«PUot 

D . qui'. tnwgtAtwn £ 1 S% , 
Vij^rtromc 1 1 5*s) 

16, Every one'* a Watty 

17, Code name Mat 



r 




18. Fruity Franh 

19. Chuchin Egg 

AST 1 1 3%) 

20 ,F O otb all Manag e r 




SERIOUS SOFTWARE 
TOP 1 0 



1. Mini Office 

piiftbwtfi^ 1 *) 

2. Taswoi-d/Ainsword 

TumWi/Am»0fttl* 

3. Screen Designer 

4. Irtastcrflic 

6. Maxam 

7. HiSoftC 
8- Artwork 

10. Electric Stndlo Light Pen 



Don't be a walfy 
voter! 

Some people voting for 
programs lm month didn't quire 
seem to iHidersfftrid she snv,2i 
pnn? of our stare-of-rhe .irt voij h 9 
tystem So here goes wjth .mo- 

Yflt4 hive at your disposal a 
TOT A J , of 1 C vo!es for each ch<* r r 
Tluuo cm be Split .my w$y you 
like on up la ftys & j 
but thf> number of vores you give 
10 Jhe different nties up 
rolO M 
So for example on the gamp 
l ch.irr you could give alt 10 votes 
to ,1 single game Or you could 
gives vorea to one game. 2 to<ino- 
Iher ,mtj I each :o three oshers 
Or you could give 2 vole* each to 
five aerwwrc g,irnea You mi 

I rately ae possible Whdi you 
C A !M T do 1* vote for fivedifferen: 
; - r ' giving e.ich of .hem 7 or 8 
votes Their s greedy 

Ano-her thing you can't do ik 
send in* photo copy of the voting 
lorn j xtitB could leiid ro org,* 
msed 4, ; tempt* 10 hypo p*ir Ticuirir 
lilies For example, this 
month we were Amused 10 lece 
ive a considerable number of 
fo»rna all -ipp.irensly copied on 
lhe # Mmepholo-€Opter in d all, by 
an tisFontshmg coincidence giv- 
ing JO votes to 3 certain (very 
worrhyi 'issembier program 
Njcetry ch ira 



THE HEWSON 
TWOSOME 



All aboard! All aboard! The competition now standing at 
Platform 1 is the Southern Belle and Dragontorc, due to 
bring SO ticket-holders copies of both these terrific AA 
Raves, 

Dragontorc stars Maroc the Mage in his search for the 
five crowns of Britain. Magic, skulduggery and astral 
projection malee it a pretty heady brew. Southern Belle 
simulates the journey of a steam train from London to 
Brighton. You've got to do everyilung from blowing the 
whistle to shovelling coal, but you miss out on the soot. 
To be in with a chance of winning these games, cast a 
beady eye or two over reviews and then peruse the 
questions below- Unless you're dimmer than me you 
should be able to get at least a couple of them right. For 
each question there is only one correct answer, so just 
write the number of the question with the letter of the 
alternative you think is right e.g. la, 



o 



1 . Who carries out tasks for Maroc? 

a. Servants 

b. Elves 

c. The butler 

2. What does Maroc fly down, 
Pole Position-style? 

a. Ley lines 
b + Corridors 
c . B rands Hatch ^ 




3. Where does ihe Southern Belle 
begin and end its run? 

a. London Find Bristol 

b. London and Brighton 

c. London and New Orleans 

4. What is the record run time? 
i, 48 mins* and 41 sees. 

b, 50 mins. and 30 sees. 

c, 2 mins and 18 sees, 

5. What happens if you don't 
use the blower in a tunnel? J 

a. Derailment / 

b . B) o wb a ck from fire b ox 

c. You run out of sandwiches 



50 pairs of Southern 
Belle and Dragontorc 
must be won 




Send your answers on a postcard or the back of a letter 
only to: Dragontorc Competition, Amstrad Action, 
Val&side, West Street. Somerton, Somerset TAU TPS, 
The closing date for your first class entries is November 
15th. 
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the first choice 



A rapidly expanding range of 
Entertainments and Application 
Software for the Amstrad CPC 464 
micro-computer featuring: 



is- 



i 



\ 



V 



KUBUS 



Draw pictures using sophisticated circle, 
ellipse, line and box drawing facilities with 
full use of all available screen modes and 
colours. This superb graphics program 
includes Fast Colour Fill , complete Screen 
Scroll (all directions) and the ability to save 
and load completed pictures to tape and disc. 

Other titles include: 

Star Avenger, Galaxia, 
Fruity Frank, 
Zen Assembler, Music 
Maestro, Rock Raid, 
North Sea Bullion, 
Stock Control, 
Datafile II. 



Books: 

• THE AMSTRAD CPC 464 EXPLORED 

by John Braga 

* ZEN AND THE AMSTRAD CPC 464 

by ian R. Sinclair 



SHADOWl J/ 
OF THE v. -X 
BEAR N^> 

ARGON AVIS 



Visitors wishing to call 
at our Pangboume Manufacturing 
and Distribution Centre are advised to 
one 07357-4335 first for an early appointment. 

^™ Kuftib Computer* Ltd., Unit 12. Hortiihw PmwK 

Horf Qthoa Road, P*nyb0v?nn T Barki RGB >JW. _ 

| j Please send Mf cm^togue on Amsned CPC4S4 
products 

Name - «^.,*... + ,.,™«,„ fc+ * | 

I 

„ „ , . B mttr fc m , . - i Phone*. , B * , . , , + . .. + . , , » . „*. , " 

| I own an Amstr&d CPC 464 computer £J | 

^ Trade Enquiries Phone 07357-4335 -^J 








What an off er! I 



Unbelievable! I 



Amazing!] 



OK so you Ye not into special offers. Seen it alf before And besides, its so 
much effort getting oul that cheque book. 

Fair enough, don't read any further and you won t ever know what you 
missed. I mean it's only a couple of free Ocean and Imagine games we re 
talking about here. A mere El 7.90 worth of state-of-the-art software for 
nothing. Not worth a second look 

Well, just in case you are a teensy-weensy bit interested let me tell you 
some you some more. The thing is, we want you to subscribe to this 
magazine. It makes for a more permanent relationship. We don't lose sight 
of you just because some bone-headed newsagent didn't order enough 
stock one month And you don't have to go trudging the streets in search of 
a copy, it just plops gently onto your doormat- 
Very nice, of course, but wouldn't it be even nicer if you could also have 
a parcel plop onto the doormat containing two Ocean/Imagine games of 
your choice? A quick glance round this page should show you just how nice 
that would in fact be. Pretty nifty software, eh? 

Well, that's exactly what will happen if you take out a 12-rnonih 
subscription to Amstrad Action - two games of your choice, selected from 
the range on this page, will be sent to you completely free. Isn't it 
am-nvmazmg^ They're actually worth more than the subscription)! 

The kind-hearted (chainsaw-weilding) bosses who run this magazine 
swear blind to me fhal there s absolutely no catch. Just send us the 
completed form on this page together with your subscription fee of £15 50 
(includes postage and packing) and well rush the games to you 
straightaway and make sure you receive, hot off the press, the next 12 
issues of the most exciting. It says here, publication in the known universe. 
Yeah' Go for it" 



3W> CJritSr*' 




at the jflmo 



This is no less than the official 
licensed version of the great Kona- 
mi arcade smash Track Fiekl 
2 Six skillful new events to master 
weight-lifting, triple jump, clay- 
pigeon shooting* arcbery, swim* 
ming and gymnastic At last you 
can turn yourself wo a spoitina 
hero without pumping your life- 
savings into a com-op machine. 




This follow-up is about a hundred 
times better lhan the original 
Artisoft Hunchback. Four screens 
of extremely difficult addictive 
action, pleasing graphics and 
some excellent music. 



m 




m and longer 
stilt aching. 



ji arcade classic this, 
you have to make your -4ne 
through twisted faiigroun 
machinery dodging ears, 
horses and a foil tew other thin 




maiden in in© ciuicnes 01 w 
go n I h it's entertaining, if a addic- 
tive, and as far as Em concerned 




rve 



World Sencso 35 ^" 0 * 

. rmw made out to Futuie ru« 

1 - *-"<~— *~ 




► Xmas is coming 

What do you give the computer that's got ahtiosteverything? We 
ask The CPCs themselves what they 'd like to see in their Christmas 
stockings this YuJeude. 



► AMX Mouse 



We dissect the plug-in rodent thai makes your Amstrad ttiink it's 
Picasso, Worried about windows? Ignorant of icons? Don't worry - 
all will be revealed in this December Special. 



► Machine Code 

Can't crack the Code? Finding il tricky to upgrade from Basic? Our 
bumper book review sorts out which text is best for the Machine 
Code beginner. 



► Action Test 



The snappiest reviews of the snappiest software. There are some 
real corkers coming up H so leave a couple of days free to read 
Amstrad Action's guide to the good. 



► Mega-map 

A top-secret operation is taking place in the Maps and Special Ops 
room of AA . Yes , they ' re mapping out a monster game What is it? 
You'll have to buy the mag to find out. . , 



► Cheat Mode 



Mint-maps, tips and pokes to get your gameolay boldly goinq 
where it's never gone before 



PLUS 



r ReAction - your right of reply • 
* Adventures - The Pilgrim looks at Adrian Mole 

> Mail Order - get your games on the cheap. 

►> Amscene - hot news. u 

> Serious software - we weigh up the heavy stuff 
p- Lasting - out first type-in prog. 

Available from 4 
Thursday November 
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RUN 




NEW 

301 
302 
303 



ii 

* I 



SUPffl S/LVfR FOfl AMSTHAAD 
CYLU 306 CHIMERA 

OONT PANIC 310 WILLOW PATTERN 

BOOTY 313 THUNDERBIRDS 



4 



® 



■MAIL ORDER 

*- % *mi>j -*!Jl* ivtr^i d garo.cwii' number h^i! Otwrii-V r*qw«l F^is** trouw] 
f.n«q u- pc - ,wt r svrp -<« io nntGifll) sorrvjAflp *i * ■*« m act; < » j u 

it : ty DM* rsare £K£al£*K<J i/'OiWy A1 T-'hiom-c ji .v o' VAT And WU«B* 
MA"L O^BEfl ^FFlEEPOSTpfteairlO, 
WEyLiP4GTONaHOUSH 
PJPPEH ST.UUWTl^&UWII 
LONDON 




tern 



A FORMIDABLE FOURSOME 

BIG NAMES TO CHALLENGE 

ONLY THE BEST 

OF YOU! 






tps. 










The f 
NeverEndim ; 
Story * 
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